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THE WATCHERS OF WALBERSWICK 
A Call of Cthulhu Adventure 


THE KEY OF TIRANDOR 
Part 2 of an a 
AD&D Campaign 


NEW WORLDS OF ADVENTURE 


Who will you be? 


Starship captain, explorer, soldier 
of the future, space pirate, spy, 
Imperial scout . . . become any 
science fiction character! 


Where will you go? 

Distant planets, underground 
cities, ancient alien ruins, the 
edge of the universe . . . journey 
to any science fiction destination! 


What will you do? 


Build your own starship, explore 
the universe, battle alien armies, 
save the galaxy or destroy it... 
create any science fiction 
experience! 


Traveller is science fiction role- 
playing, a game where you 
become the hero or villain. Each 
player is a character of the future 
... some smart, some strong, 
some brave . . . and each player 
decides what his or her character 
will try to do. You learn from the 
rules about spaceships, laser 
guns, computers, alien creatures, 
and more; then you and your 


-.. take a science fiction odysse 
; 5S 
to the distant worlds of the galaxy, wit 


Starter Edition 
251 


RAVELLER 


The Game of the Far Future 


Game Designers’ Workshop 


friends set off to explore the 
galaxy. 


This special Starter Edition con- 
tains all the rules you need to 
learn and play Traveller, as well as 
an adventure that you can play as 
soon as you learn the rules. With 
this Starter Edition, you can also 
create and play hundreds of other 
science fiction adventures. 


TRAVELLER— THE GAME OF THE FAR FUTURE 


| 


3 or more players, 
ages 12 and older 


This package contains 2 booklets 
totaling 96 pages of rules, descrip- 
tions, information, and adventure 


‘material, a two-sided map, and 


two dice. These abridged rules 
are compatible with GDW’s com- 
plete line of more than thirty 
Traveller adventure booklets, 
hardcover books, and boxed sets. 
For three or more players and a 
referee, ages 12 and up. 


Copyright © 1983 by Game Designers’ Workshop, Inc. 
Published:in the UK under licence from Game Designers’ Workshop, Inc. by Games Workshop Ltd., London. 


GAMES WORKSHOP ld 0? 


Where adventures begin... 


|, Zlargh - Slave Lord of the Black Sun, am master of a vast horde 
of games and play-aids. My minions labour to deliver the item 
of your choice within 7 working days of receipt of your order, 
and answer your questions on the telephone between the 
hours of 9.30am and 5.00pm from Monday to Friday. 

A special slave team works night and day to answer your rules 
problems, just send your questions on a seperate sheet of paper 
with an S.A.E. and your questions will be answered, or else the 
slaves shall feel my wrath! 
My slaves await your orders with grovelling anticipation, don't 
delay, order today! ! 

MAILING CLUB NEWSLETTER 
For a regular update on new games and play-aids, join the 
Games Workshop Mailing Club - simply send us your name and 
address, plus up to 6 first or second class stamps. You will 
receive issues of the newsletter equivalent to the number of 
stamps supplied. Free to White Dwarf subscribers! 


GAMES WORKSHOP CATALOGUE 
A complete 52 page illustrated guide containing over 600 games, play-aids and 
boxed figure sets. Only 50p plus 20p p&p. 


GAMES WORKSHOP GAMES 
Apocalypse 

Doctor Who ..... 

Valley of the Four Winds 
Warlock 

Quirks ... 

Battlecars .... 

Talisman 

Calamity! 

Judge Dredd .. 


Warhammer ...ccccseseceeseseseseeereeee 


RUNEQUEST 


Boxed RuneQuest Set ............. 
.. £5.95 
£10.95 


RuneQuest Rulebook 
RuneQuest Hardback Rules .. 


RuneQuest Companion ..........-. 


Cults of Prax .. 

Griffin Mountain 

Cults of Terror 

Trolipak ........ ncienel 
Character & Adventure Sheets . 


RUNEQUEST SCENARIOS 
Questworld occ 
Apple Lane ...... 

Snake Pipe Hollow ... : 
City of Lei Tabor .............. 
Duck Pond 

Broken Tree Inn 

SoloQuest ; 

SoloQuest 2 Scorpion Hall 
SQuest 3: Snow Ring s Bride 
Pavis ........ ask 

The Big Rubble 


£6.95 


.- £6.95 
£65.95 


£5.95 


-- £4.95 


£6.95 
£7.95 
£7.50 
£7.50 
£5.95 


£8.95 


£6.95 
£5.95 


1. £9.95 
£795 
£14.95 


£1.99 


RUNEQUEST BOXED FIGURE SETS 


Set 1: Humanoid Adventurers 
Set 2: Adventurers .. , 


Set 3: Attack of the Broo BE 


Set 4: Brooll . 
Set 5: Dragonewts .. 


Set 6: Humanoids & ‘Aldryami . 


Set 7: Demons ... 


‘THE RUNEQUEST FAMILY’ 
CALL OF CTHULHU 

Call of Cthulhu Aisne 
Shadows of Yog- Sothoth . 
The Arkham Evil 

Death in Dunwich 

The Asylum .. 

Pursuit to Kadath . 

The Cthulhu Companion 
Adventurers Figures 
Cthulhu Monsters Figures 


BASIC DUNGEONS & DRAGONS 


Basic Set ... 
Expert Set .. 
Expert Rulebook 


. £3.95 
.. £3.95 


£3.95 


. £3.95 
£3.95 


£3.95 
£3.95 


. £18.95 
- £7.96 
». £6.95 


£6.95 
£7.95 


i, £7.95 


£4.95 
£7.95 
£7.95 


£8.95 


.- £8.95 


£3.95 


BASIC D&D SCENARIOS 

Module B1 tintee oO 
PDC B25, nsesiccnsenosoppexcevopias £3.95 
Module B3 ..... dasesiebacads £3.95 
Module B4 ..........eeeceeeeeeeeeee £3.95 
Module B5 SITS xa siees: £3,908 
MOGIHG DOU :.sececsacssecrecepsscospersrseres EGO 
Module X2 «00.0... £3.95 
MOdUIOIXS '.<,ccserossseresreseneiaarers £95 
Module X4 ; £3.95 
Module X5 satbesssbaesasedgecse GOOD 
Module M1 (solo). . £4,50 
Module M2 o.....ccccccceenee £4.50 
Module O17 ........-..000reccceeeeerre £3,95 


BASIC D&D PLAY-AIDS 

Geomorphic Collection ....... £3.95 
Monster & Treasure Collection .. £3.95 
The Unknown Gods ..... sree £4.50 
Monster Cards} ............ £1.50 
Monster Cards Il .........-<-+0 £1.50 
Monster Cards Il ......cccue £1.50 
Monster Cards IV .....-.000 £1.50 


ADVANCED DUNGEONS & DRAGONS 
Player's Handbook .. £8.95 
Dungeon Master's Guide . £9.95 
Monster Manual .......... £8.95 
Monster Manual II ......... . £8.95 
Deities & Demi-Gods ................ £8.95 
FREN FOHO | .......ecsereseseerrtereeveres, £8.95 


AD&D SCENARIOS 

Module T1 ... £3.50 
Module L1 .......... seeiieiasighersee Sapbeeee 
Module L2 .... eeeieterricoten! DAO 
Module Gi—3 " . .. £4.50 
Module D1—2 oo... eee, £4.50 
Module D3 ... sasetsseace’ £3.50 
Module Q1 iatadeaseaak £4.50 
Module Al sasdibescvnestasidataiie eOO 
Module A2 : £3.95 
Module A3 .......... . £3.50 
Module A4 4 cacapenseanparcensssl! LEED 
Module $1 ....... sisseaditecese, EDO 
Module S2 as 4 £2.95 
Module S3 cibehasasaassocacboass? LSD 
Module S4 ............... . £5.50 
Module C1 £4.50 
Module C2 £3.50 
MGGUG 11 <ccssesccsyecvesseesersipsseseres ROVED 
Module I2 ......... £3.95 
OHH IS hon cesecctateressicinete. £4.50 
Module /4 , saheble £3.95 
Module 15 ...........sseecseess £4.95 
Module |6 hives wsssscavisas (E495 
Module U1 v.cccccccceesens £3.95 
Module U2 ; weer, £3.95 
Module U3 Sasa £4.50 
Module WG4 ......... fe . £4.50 
Module N1 iiviciiseisnrocseseseresrarsees £08 
Module UK1 ..... £3.95 
Module EX) iiccci £3.95 
Module EX2 Seesinece £3.95 


Send your orders to: Games Workshop Mail Order, 
27/29 Sunbeam Road, London NW10 6JP 

Please make all cheques/POs payable to 

Games Workshop Ltd. 


AD&D PLAY AIDS 

AD&D Character Sheets 

DM's Screen ............-. 
Rogues Gallery ......... > 
Character/Adventure Folder | 
Non-player Records 

DM's Adventure Log 

The Fighting Wheel 


FANTASY ROLE-PLAYING GAME 
ACCESSORIES 

Dungeon Floor Plans £2.99 
Dungeon Floor Plans 2 ............. £2.99 
Dungeon Floor Plans 3 £2.99 
Dungeon Mapping Sheets ....... £1.99 
Wilderness Hex Sheets £1.99 
Grimtooth's Traps .. umes Soe 
Grimtooth’sTraps Too .. " €3.75 
City Book | ...... , £6.95 
King Arthur Companion. £14 95 


DICE 

4-sided ; ; eassbeisiaet RD 
6-sided ..............0.. 3 sone 25p 
8-sided Ses tppees ‘ : eases) COD 
10-S1dbO 2K. 25p 
12-sided < facseaevir SOD 
20-sided (0O—9 twice)... 25p 
20-sided (1—20) tons 25p 


FANTASY FIGURE STARTER SETS 
Citadel Dungeon Adventurers ..., £3.95 
Citadel Dungeon Monsters 

Citadel Chaos Marauders 

Citadel Heroic Adventurers 

Citadel Oriental Heroes ........ 


FANTASY FIGURES SPECIALITY SETS 
Warriors of Chaos ..... £3.95 
Dwarf King’s Court voutenios £3.95 
Goblin Raiding Party ................ £3.95 
Warrior Knights of Law ............ £3.95 
Knights of Chaos ... £3.95 


FANTASY FIGURE SETS 

Ral Partha: Imperial Dragon £19.95 
Ice Dragon ...... eve vices £3.50 
Fire Dragon ... sapere £3.50 
Gold Dragon wa. £3.50 


CITADEL PRESENTS 

T, Meier's Trog. Lizard warriors . £3.95 
T. Meier's Reptilian Lizardmen ... £3.95 
B. Ansell's Skelet. Guards Chaos . £3.95 
T. Ackland's Orc War Machine .., £6.50 


FANTASY ROLE-PLAYING BOOKS 

Warlock of Firetop Mountain £1.50 
Citadel of Chaos ........... » £1.50 
Forest of Doom PROMI OT aS <a Be) || 
Starship Traveller £1.50 
City of Thieves Seaseess . £1.50 
Dicing with Dragons £3.95 
Sorcery : ran £3.95 


D&D ENDLESS QUEST SERIES 
Pillars of Pentegarn ceisinaie OD 
Mountain of Mirrors ss tages 95p 


Dungeons of Dread eee oe 
Return to Brookmere 95p 
Revolt of the Dwarves ............... 95p 
Revenge of Rainbow Dragons -» 95p 
Robbers & Robots ....................... 95p 
Light on Quest Mountain « 95p 
Spell of Winter Wizard ............... 95p 
Circus of Fear ................ ene SOD 


TRAVELLER 

Starter Traveller ... £7.95 
Bk:0 Introduction to Traveller £2.95 
Bk 4: Mercenary - £2.95 
Bk 5: High Guard vieappaicaaytce EOD. 
Bk 6: Scouts ..... sieeve) ESO 
Traveller Budget Pack ............. £3.95 
The Traveller Book . . £10.95 


TRAVELLER: OFFICIAL SUPPLEMENTS 
Sup 1; 1001 Characters ............ £2.50 
Sup 2: Animal Encounters . £2.50 
Sup 3: Spinward Marches ....... £2.50 
Sup 4: Citizens ..... saaivesssivssy ERA 
Sup 6: 76 Patrons ........ wae £2.50 
Sup 7: Traders & Gunboats -. £2.50 
Sup 8: Library Data (A—M) £2.50 
Sup 9: Fighting Ships ................ £2.50 
Sup 10: The Solomani Rim ...... £2.50 
Sup 11: Library Data (N—Z) ..... £2.50 
Sup 12: Forms and Charts ....... £2.95 
Sup 13: Veterans w...cc.cu... £2.95 


TRAVELLER: OFFICIAL ADVENTURES 
Adv 1: Kinunir ....... £2.50 
Adv 2: Research Station Gamma. £2.50 
Adv 3: Twilight's Peak .............. £2.50 
Adv 4: Leviathan ; - £2.50 
Adv 5: Trillion Credit Squadron . £2.50 
Adv 6: Expeditionto Zhodane. £2.50 
Adv 7: Broadsword .................. £2.50 
Adv 8: Prison Planet . £2.50 
Adv 9: Nomads World Ocean .. £2.95 
Tarsus (Module 1) ...........0.... £8.95 


TRAVELLER: 

OFFICIAL DOUBLE ADVENTURES 
DA1: Shadows/Annic Nova £2.50 
DA2: Bright Face/Mithril . £2.50 
DA3: Argon/Death Station £2.50 
DA4: Marooned/Mar'n'd Alone - £2.50 
DAS: Chamax Plaque/Horde ..., £2.50 
DAE6: Divine RUNight Conquest . £2.50 


TRAVELLER: APPROVED SCENARIOS 
Ordeal by E'shaar anssssreneas SAGO 
Action Aboard ......0..cccceecre £4.50 
The Seven Pillars sopesvieeid SALOU 
Legend of the Sky Raiders ....... £4.50 
Trail of the Sky Raiders soe £4.50 
Rescue of Galatea .......,........., £4,50 


TRAVELLER: APPROVED PLAY-AIDS 
The Vanguard Reaches ............... 99p 
Beyond ........ eaeasaateton . 99p 
Ship's Papers . ofiscbecetsbbicsies £1.50 
Starport Module | = seeee £6.95 
Aslan Mercenary Cruisers . £8.95 
Merchant Class Ships we £8.95 


Telephone orders using credit cards, or enquiries, phone 
01-965 3713 Mon - Fri 9.30am - 5.00pm. 

Orders under £6.00 add 60p post and packing. 
Europe: add 33% carriage/other overseas: add 55% carriage 


Please mention White Dwarf when replying to advertisements 


Tunnels & Trolls 


PLAY-BY-MAIL GAME Fantasy & Fun 


* FULL TIME GAMESMASTER 


* OVER 200 DIFFERENT PLAYERS Tunnels & Trolls 


* FULLY DESIGNED FANTASY WORLD 


* BI-MONTHLY PLAYERS NEWSLETTER Sorcerers & Solos 


* FLEXIBLE GAME SYSTEM GIVING 
FREEDOM OF CHOICE AND ACTIONS 


* RUNNING FOR OVER TWO YEARS Tunnels & Trolls 


Crasimoff’s World is a PBM game of exploration and 
adventure. As a player you assume the role of chieftain ‘ 
in a band of brave adventurers set on gaining knowledge Goblins & Groups 
and power. Your party will set out from a small town, 
knowing nothing about the world apart from a few 
rumours. As you travel you will learn more about the 
land and its secrets, encountering other parties, races and 
creatures. 


Tunnels& Trolls 


“There are tokens detailing magic, spells, creatures, 
parties met, artifacts, treasure, money, and many 
other items which you discover as you play the game. ° ° 

KJC Games has been running Crasimoff’s World for Wizards & Warriors 
over a year now, and the effort the gamesmaster puts 
into each turn never ceases to amaze me. Most players 
find themselves offered a different scenario each turn, 


or find that a new twist has happened to an existing T 
sia unnels@ Irolls 


As reviewed in 


Wi Thits Pert Solos & Satisfaction 


& value for 
money role-playing 


If you wish to enrol in Crasimoff’s World, send a £5.00 
cheque/P.O. payable to K.J.C. Games. For this you will 
receive a rulebook, set up material, the latest newsletter, 
and the first four rounds. Future rounds are £1.25 each. 
Copies of the White Dwarf review are available free of 
charge from K.J.C. Games. 


Return to: 
K.J.C. Games, 5 Vicarage Avenue, 
Cleveleys, LANCASHIRE FY5 2BD 


For further information and for our 
= = a a a a latest FREE catalogue, send s.a.e. to: 
Please enrol me in Crasimoff’s World. Enclosed is £5.00 for which | 


i receive the rulebook, set up material and the first four rounds. 
Future rounds are £1.25 each, 


ADDRESS. senate a eu Maal Ya se eudla Bees antoe ne 8 P.O. Box 100, Bath Street, 
| Walsall, W. Midlands. 


| Return to: 
| K.J.C. Games, 5 Vicarage Ave., Cleveleys, Lancashire FY5 2BD | 
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CALL of CTHULAU 


—- 
x STW 
J =\ 


THREE ADVENTURES DESIGNED f 
FOR USE WITH . 
CALL OF CTHULHU 
Whispers from the Abyss 
Ship without Shadows 
On the Wings of Madness 
FULLY ILLUSTRATED 
THE STAGE IS SET... 
THE CURTAIN RISES... 
$10 at Better Game and Hobby Stores, 
or send check or money order to: 
Theatre of the Mind Enterprises Inc. 
2706 Hamilton Drive, Dept. W 
Kirkwood, NJ 08043 
USA 
(New Jersey residents add 6% sales tax) 
By Permission of Arkham House 


Approved by Chaosium, Inc. 


DON'T MISS THE BOAT! 


a 


Y 


hie 


at 


Order today: 


in AUSTRALIA from Ventura International, 83-87 York St., Sydney, 2000 (PH# 29 8687) 
in CANADA from Alpha Omega Hobbies, 42 Rogers Rd., Toronto, M6E1N7 (PH# 654-2961) 
in GREAT BRITAIN from Games Workshop Ltd., 27/29 Sunbeam Rd., London, NW 10 

(PH# O1- 965 3713) 


Also available: *The Arkham Evil *Death in Dunwich ‘*Pursuit to Kadath 


Please mention White Dwarf when replying to advertisements 
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At a time when the Elves were young,certain of the High Elves 
became disenchanted with their lot. They rebelled against the Old 
Gods and, in their pride, were seduced into the worship of the 
sinister Gods of Chaos. In doing so they lost all of the charm and 
‘| wisdom natural to their kind; becoming bitter and twisted so that 
f they were called the 'Dark Elves'. Driven from the Elven lands they 
4 took refuge amongst dark forests and caves until, many years later, 
they established a small independant Kingdom. 


Dark Elves bare an almost uncontrollable hatred for all other living 
creatures, especially other Elves. They are jealous of men, despise 
Goblins and Orcs and regard Dwarfs as repulsive. They are greatly 
involved with magic, especially Necromantic and evil magic. 


Amongst the deep caves, away from sunlight, the Elves found the 
huge mutant Lizardmen, possibly the ancient primal reptile from 
which all intelligent Lizardmen evolved. These they called the 
‘Cold Ones'. The Elves discovered that although very stupid, and 
almost blind, the Cold Ones could be controlled and ridden. In the 
dark tunnels and midnight forests the Cold Ones could move fast, 
using their uncanny sense of smell to root out hiding creatures. 
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SPECIAL PROVISIONS 6. Using their acute sense of smell Cold Ones can detect the scent 


of any creature within 6", even if completely hidden. They can 


l. 


Dark Elf soldiery is as likely to be female as male, Elf maidens 
are as cruel and murderous as their menfolk. 


Witch Elves are Dark Elf maidens whose lives are dedicated 
totally to the hellish gods of the Dark Elves. In battle they are 
possessed by inhuman forces which give them enhanced fighting 
abilities. After battle they bathe in cauldrons of sacrificial 
blood and feast on the remains of the slain. 


SPECIAL RULES 


1. 


All Dark Elves are expert Woodsmen and Miners, and they have 
an extraordinary sense of direction and perspective in the dark. 
Accordingly they move full distance in woods, at night, and 
amongst tunnels or inside buildings. 


detect the scent of creatures over 6" and up to 18" away on the 
D6 dice roll of 4,5,6. 


DARK ELF CHARACTERS - HEROES AND NECROMANCERS 


Each Dark Elf Regiment will have a Regimental leader. Unless he 
is also a Dark Elf Champion his 'profile' will be normal for his type. 
Generate the Leadership Factor for each Regiment by throwing 
1D3+1. 


Each Dark Elf Regiment may have a Regimental Champion, who 
may also be the Leader if you wish. Regimental Champions have 
the same profile as Minor Heroes. 


Each Dark Elf Battalion will have 1 Dark Elf Hero to lead it. He 
may attach himself to a Regiment if he wishes and be their leader, 


2. Dark Elves HATE other Elves. or he may act as an independant character. Points cost includes a 
sword. There are three kinds of hero available, with the 
3, Dark Elves may not make use of the Elf Bow, they may use the characteristics and costs given below. The player may decide which 
ordinary infantry bow. Alternatively they can use the Dark Elf kind of hero he wants at the points cost indicated. 
Crossbow - a small, light crossbow with a short range and rapid 
rate of fire. Maximum range is 16" - which counts as Short 
Range, there is no Long Range. Strength Attack with a Dark Elf Minor Hero Hero Mighty Hero 
Crossbow is 2, but the weapon can fire 2 shots per move. Unlike 
a normal crossbow the user may move and then fire during his Weapon Skill 
Active Player Turn, Bow Skill 
Strength 
4. The Cold One is subject to STUPIDITY - but the rider may Toughness 
over-ride this on the D6 score of 4,5,6. Cold Ones are over 10! Wounds 
tall and cause FEAR in Man sized, or smaller, enemy within Initiative 
15", Cold Ones will not attack other Lizardmen. Attacks 
5. Cold Ones have very tough skins which act like Mail Armour at Points Values 


no extra cost. This gives them a Saving Throw of 6 on a D6. 
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A Dark Elf Battalion may include 1 Dark Elf Necromancer and 1 
Witch Elf Necromancer at the indicated Points cost. Necromancers 
have the following profile depending upon Level. Points cost 
includes a sword and Personal Talisman, which is often a sacrificial 
knife or dark jewel. 


Acolyte Adept 


Weapon Skill 
Bow Skill 
Strength 
Toughness 
Wounds 
Initiative 
Attacks 


PAN ODN SU 


Mastery 
Constitution 


rN 
Nn 


Points Value 


The Necromancer acts exactly like a normal Wizard - except that 
he can also make use of Necromancy spells and act as a ‘controller’ 
of friendly Undead. 


Generate the number of non-Necromancy spells available:- 


1D3 Spells at each Level lower than Mastery 
1D2 Spells at the Mastery Level 
Generate the number of Necromancy spells available:- 


1D2 Spells at each Level lower than Mastery 
1D2-1 Spells at the Mastery Level 


Choose the spells you wish to use. You automatically have any 
necessary Talismans to cast each spell 1D3 times. 


The material above as been excerpted from the forthcoming 
WARHAMMER supplement FORCES OF FANTASY. 


PLEASE SEND S.A.E FOR FREE, FULL 
LISTS OF OUR NEW DARK ELF RANGE. 


CITAD EL 
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THE DARK ELVES OF THE EVIL FORESTS OF DREDDOGRE - a 
selection of Dark Elf infantry at the special offer price of only £25 


THE FIGHTING HORDE OF THE DARK ELVES - all three of the 
above offers at a special reduced price of only £70! 


12 Dark Guard 

60 Dark Warriors 

1 Dark Elf Hero 

1 Dark Elf Necromancer 


All of these offers contain pre-packed assortments of Citadel 
models. Each pack consists of as varied a selection as possible from 
our Dark Elf range, but it is inevitable that any order will contain 
duplicates of certain items. 


THE COLD ONES FROM THE DANK CAVERNS OF GRUELLOCK 
- a selection of 12 of our new Cold Ones plus supporting troops for 
only £25 


Please send me: 


12 Cold Ones - fierce reptilian mounts each with a Dark 
Elf rider. 

25 Dark Warriors 

10 Witch Elves 

1 Dark Elf Hero 

1__Dark Elf Necromancer 


TY. ARMY PRICE EACH 


— DARK ELVES OF THE EVIL 
FORESTS OF DREDDOGRE 

COLD ONES FROM THE £25 
DANK CAVERNS OF GRUELLOCK 


THE WITCH COVEN OF BLOOD HOLLOW - a selection of 60 of 
our new Witch Elves and friends for only £25 


THE WITCH COVEN OF £25 
BLOOD HOLLOW 


ALL THREE OF THE ABOVE £70 


TOTAL Te, 


Please do not forget to include your name and address with 
your order. 


0 Witch Elves 
Cold Ones - each with a Dark Elf rider 
Dark Elf Hero 
Witch Elf sorceress 
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PUFFIN BRING YOU 4 BOOK & SOFTWARE PACKAGES 


THAT ARE OUT OF THIS WORLD! 


Great ideas have never been alien to Puffin. And these stunning fantasy book and software 


THE KORTH TRILOGY—£4.95 EACH 
Dare you take on the awesome might of the Korth Empire? 
Your swashbuckling skills will need to be at their sharpest 
in this intergalactic fighting fantasy! 
Each adventure pack contains: 
*an illustrated science fiction adventure story plus. 
*a cassette with three specially created programs 
for your Spectrum (16K and 48K) 


THE PUFFIN PERSONAL COMPUTER COLLECTION 


Please mention White Dwarf when replying to advertisements 
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packs are no exception! A truly exciting and 
original combination ot story and compuEt 
programs from sci-fi to sorcery. : 


THE WARLOCK OF FIRETOP 

MOUNTAIN Py,” 

Book and software pack —£6.95 

Software tape only —£5.50 [ne nro gp 


e SIRECOP TUT ATR 


A maze of hideous complexity 
riddled with nasty surprises and 
fiendish traps lies between you 
and the Warlock’s treasure and 
only the very skilled will survive! 
Warlock pack contains: sete 

* Warlock of Firetop Mountain story book plus... 

* Cassette with specially created programs for 

your Spectrum ( 48K.) 
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we published issue 1 way 

back in June 1977, little did 
we know that we would build up 
such an enthusiastic and loyal 
readership. White Dwarf has 
changed considerably over the 
years and, thanks to your sup- 
port, has retained its position as 
being the leading role-playing 
games magazine in Britain. In 
issue 49 we published theresults 
of our reader survey, The Reader 
Strikes Back. Just as we thought 
we had finished revising the 
editorial content of White Dwarf, 
up pop a few surprising results 
as to your wishes, dear reader. 
So, we will be implementing the 
revised revisions starting issue 
52! More details on this next time. 


cont 


SUBSCRIPTIONS: 

Please send and make remittance payable to: Games Work- 
shop Ltd, 27/29 Sunbeam Rd, London NW10 6JP. Tel: 01 965 
3713. White Owarf is published monthly, Annual subscrip- 
tion rates are: UK -£10.00; Europe - £17.00; USA - $45.00 (air- 
mail); Other - £25.00 (airmail). BACK ISSUES of White Dwarf 
Nos 30-32, 34, 36-39, 41, 43-49 are stil! available at a cost of 
75p +25p p&p each; Europe {air) & elsewhere (surface) £1.50 
{$3.50); USA & elsewhere (air) £2.20 ($4.00). 


SUBSCRIPTION NOTICE: 

Please note your personal subscription number shown on 
the envelope address label. Please quote this number in all 
future correspondence regarding renewals, queries, etc. This 
subscription number is held on our computer files, and fai- 
lure to quote it may result in delay when dealing with your 
query, 


= ifty and still counting! When 


FEATURES 


A Few Small Formalities 
Red Tape in Traveller 


Garth Nix 


Divination and the Divine 
Role-playing Clerics in D&D 


Jim Bambra 


The Watchers of Walberswick 
Call of Cthulhu on the Coast 


Jon Sutherland 


The Key of Tirandor 
Part 2: Inside the Lost City 


Mike Polling 


DEPARTMENTS 


Open Box 


A look at some new games by independent reviewers 


Critical Mass 


Fantasy and science fiction book reviews 


edited by Dave Langford 


Fiend Factory 


edited by Albie Fiore 


Stats in D&D and RQ for some White Dwarf personalities 


RuneRites 


Some non-magical items for RuneQuest 


edited by Oliver Dickinson 


Thrud 


by Carl Critchlow 


Thrud and the Damsel in Distress in the Tower 


Microview 


edited by Mike Costello 


A program for monitoring vehicle design in Striker and Traveller 


Letters 


Readers’ views, questions and comments 


Lew’s Views : 
Increasing experience levels 


by Lew Pulsipher 


Counterpoint 
ICE’s Fellowship of the Ring 


by Charles Vasey 


Treasure Chest 
Something for Assassins 


News 


What's happening in science fiction and fantasy gaming 


The Travellers 


Chapter 6: Waiter, there’s a man in my fly! 


Small Ads 


Clubs, Help! and Classifieds plus Gobbledigook 


OVERSEAS DISTRIBUTORS; 

USA: Games Workshop (US), P O Box 2537, Gaithersburg, 
MD 20870. 

oan RAFM Company, P O Box 62, Paris, Ontario, N3L 

3 

Australia: Jedko Games, 18 Fonceca Street, Mordialloc, Vic- 
toria 3195, Australia. 

New Zealand: Blackwood Gayle Distributors, P O Box 28358, 
Auckland, New Zealand 


Contributions; The editor will be pleased to consider any pre- 
viously unpublished articles or artwork for inclusion in White 
Dwarf. Contributions should be typed, double-spaced on one 
side of the paper only 


All subject matter in White Dwarf is copyright of Games 
Workshop Ltd. 

All rights on the contents of this publication are reserved 
Nothing may be reproduced in whole or part without prior 
consent of the publishers. ‘Games Workshop Ltd, 1983. 
Dungeons & Dragons and Advanced Dungeons & Dra- 
gons" are registered trademarks of TSR Hobbies Inc, 
RuneQuest™ is a registered trademark of Chaosium Inc. 
Traveller™ is a registered trademark of Games Designers 
Workshop. 


The opinions expressed in the articles and reviews are those 
of the authors and reviewers and not necessarily those of the 
publishers. Display advertising rates and trade enquiries are 
available on request 


As the majority of Traveller players are 
well-equipped, both in equipment and 
experience (of play) to deal with the nor- 
mal challenges of unexplored space and 
the vagaries of frontier systems, what 
better to challenge them than the vag- 
aries ofa really well established system? 
So the players have every conceivable 
kind of gun under the sun(s), and a 
mercenary battalion aboard their 20,000 
ton cruiser, but can they deal with 
advanced red tape? What happens if the 
players encounter a system that uses the 
archaic system of forms, that actually 
have to be filled out, with pens or the 
equivalent? 

They get frustrated and angry, and 
have an interesting time. They may not 
actually ever get through the red tape, 
resorting to violence and mayhem, with 
the appropriate, short-lived adventure 
resulting. In any event, they will be 
role-playing. 

To further enhance the effect of this 
red tape sub-scenario, the referee ought 
to take on the role of the official the 
players are currently dealing with, 
changing his or her voice and manner to 
represent each new official. Officials 
should misdirect and confuse and be 
generally useless, but always polite. 

Should the players ever ask exactly 
why the system uses forms, there are 
several answers. The first is to hand 
them form a89-7BB-3CC Request For 
Historical Documents and the others 
don't matter. For general interest, red 
tape society could exist for religious 
reasons, the usage of forms being part 
of the doctrine, or simply because of a 
desire on the part of a bureaucratically 
minded people who loathe computers. 
Perhaps, while the system has a good 

starport and a fine economy, it is yet to 
achieve high tech levels or has a mas- 
sive government employment scheme. 

The following forms are designed for 
the player's first encounter with a red 
tape system — at the Immigration/ 
Customs point ata starport. First of all, if 
the players have no archaic writing 
implements on their equipment lists, 
they will have to borrow some. This 
necessitates the completion of Form 
A88-(909). 

The referee playing the part of the offi- 
cial checking the form, should pretend 
to know what it is about, even if he 
doesn't. After two or three good tries per 
player, give them pens anyway, regard- 
less. How do they fill out the first form if 
they haven't got a pen? That is their 
problem. As long as it is legible and 
complies with the Instructions they can 
fill it in with pil they have avail- 
able. or can make. The next step is the 
actual entry request — see Form 
A22-FF7-DE8. 

Once again the players don’t have to 
get the forms right. After all, would the 
referee even know? They just have to fill 
them out three or four times, being 
rejected initially for sloppy writing, non- 
regulation ticks etc. 

After entry into the planet proper, the 
players will be distressed to find that 
their credits are not taken in the system. 
After all, their credits are stored on the 
molecular patterns of credit cards, and 
the system uses (of course) paper money. 

No problem —just change some. How- 
ever, the drawback to this is that the 
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players must first get a printout from 
their credit company of the amount they 
wish to change. The only place to get a 
printout is the starport, which means 
leaving the planetary territory, filling out 
exit forms, obtaining the printout and re- 
entering, once again completing entry 
forms — maybe only twice this time. 
Then its the exchange forms... 


Having successfully completed their exit 
form and the clever players having been 
warned to take note of their expendi- 
tures for later exit forms, itis a relatively 
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simple matter to get a printout, regain 
entry and visit the Exchange — see Form 
A78-£$£543. 


The Instructions 

Instruction 567-234 Name. As recorded 
in home system or Imperial archives in 
basic, not local, indigenous or alien lan- 
guages. Complete name should be given, 
as it would be read from birth record, left 
to right from the point of view of the per- 
son reading, viewing or studying the 
name in question. If possessed of more 
than one name, or a name of several dis- 


ormalities... 
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tinct words or names, no spaces should 
be left between sub-names or words, 
except in the case of inherited or earned 
honorifics which should be treated as 
being on the extreme left, and part of a 
name, again thus utilizing nil, no or none 
spaces, gaps or discontinuities between 
names. 

Instruction 677-ABE Standard Ticks. 
Ticks must not intersect with the lines 
that form the box to be ticked. They must 
be wholly contained within such a box, 
the tick taking a form such that the verti- 
cally rising tail is at an angle of 90 
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degrees to the vertically declining tail. 
The tick must be totally legible, that is of 
sufficient legibility to be totally legible 
without the use of a legibility raising vis- 
ual aid to ascertain legibility. 


Instruction 678-BEA Standard Crosses. 


Crosses must not intersect or cross the 
lines that form the box to be crossed, 
inasmuch as crossed in this context 
means the placing of a cross within the 
box, not crossing the lines of the box. 
Crosses must be completely regular, 
each portion of the cross meeting 
another portion of the cross at 90 


degrees, that is to say, crosses are com- 
posed of two lines which cross, each 
quadrant of which contains 90 degrees 
of acircle that could be inscribed around 
the four points of the cross in question. 

Instruction 76AF. Every place of busi- 
ness or registered merchant, vendor, 
seller, buyer or private citizen has a 
place code. This code is designed for 
coding purposes to code for taxation 
codes. When anyone, thing, construct or 
sentient of any sort exchanges money 
for goods, services, information, plea- 
sure or absolutely anything, the reci- 
pients place code must be recorded for 
later use in form 455-990 AEX. 

Instruction 688-989 UPP. This must be 
according to the most recent assess- 
ment, according to the universal mea- 
surement system. In accordance with 
the Accord of the Accordance, a code is 
to be used in accordance with a hexa- 
decimal system of character coding 
commencing from, but excluding the 
numeral nine, 9. Where the first letter of 
the basic alphabet A represents 9 plus 1, 
nine plus one or ten, 10 and further letters 
represent equally ascending numbers to 
a maximum of F, eff, or fifteen, 15. 

Instruction 247-DDE Relative Age. To 
be measured in Standard Imperial 
Calendar years according to the stan- 
dard Imperial Calendar, not personally 
subjective physiological or experienced 
years. Persons whose age exceeds or is, 
180 standard Imperial Calendar years 
are assumed to be defunct, deceased or 
inoperative. If proof is offered to the con- 
trary it is to be reduced to a state where 
such proof was found to be false, untrue, 
fabricated and not properly examined in 
the first place. Further proof is to be pre- 
vented from appearing under the Legal 
Death Age Regulations of the Euthanasia/ 
Involuntary Passage Act. 


Referee’s Guide to the Instructions 
Name-—just write it out exactly as it runs, 
with no spaces. Eg samuelthomasbecket. 
Capitals don’t matter, so it could be 
SAmuelTHOmaSbeckKet. If the player is 
a knight or baron or whatever, simply 
put the title first — SirsamUelthomasbecket. 
Ticks — have to be inside the box, and 
look neat. Crosses — as per ticks. Place 
Codes — invent any numbers, but write 
them down in case they’re reused. The 
only real purpose for place codes is to 
annoy the players, who have to keep a 
record of them for their exit forms. UPP 
—just write it out as per Traveller. Age — 
subtract the year in which the player was 
born from the current standard year. If it , 
is over 180, the player will be killed upon 
entry, as people over 180 don’t exist — 
get the logic. lf the player can’t figure it 
out he or she probably won't be able to 
write on the forms anyway. 


Suggested Use of Forms 

This sub-scenario of red tape can be 
used for any scenario commencing from 
a starport, though the system should be 
a highly bureaucratic and/or simply 
weird. It would probably tie in well with 
the ‘bureaucratic’ scenario in the 
Traveller Book. However, it is suggested 
that red tape is only used once in a blue 
moon. While a radical @hange suchas , 
this may enliven a game for a while, we 
all know red tape chokes everything 
eventually, cough...O 


SORCERY 
Penguin £3.95 
This new product by Games Workshop's 
Steve Jackson, follows hard on the 
footsteps of the Fighting Fantasy 
Gamebooks, using the same combat 
system and characteristics for a more 
adult scenario. The two-volume boxed 
set consists of The Sorcery Spell Book 
and the first volume of a four-part 
adventure, The Shamutanti Hills (page 
numbers not marked, 15-page introduc- 
tion plus 456 numbered sections). 

An unusual feature of the game is its 
use of magic. Most previous adventures, 
including the FFG series, instruct players 
to choose spells from a list and note 
them on acharacter record sheet. In Sor- 
cery readers must memorise spell 
names and effects, then close the spell 
book until the character is killed or has 
completed the scenario. All spell names 
are of three letters, examples being SUS 
(Detect Traps), NAP (Sleep Spell), ZAP 
(Lightning Bolt), and Z/P (Teleport). Alot 
of the spell names sound alike, and 
many have little relationship to their 
effects. Many require material compo- 
nents which aren't available at the start 
of the game. 

At various points in the text the adven- 
turer is told to either fight something or 
use a spell, choosing one from a list of 
five. There's usually at least one spell 
that isn’t actually in the spell book, and 
two or three with no worthwhile effect. 
This means that a lot of the paragraphs 
begin with messages like ‘Deduct 5 
Stamina Points’. There is no such spell 
as this... or ‘Deduct 1 Stamina Point’. 
You cast the spell but nothing happens...’. 
Forgetting material components has a 
similar effect. It's possible to play a 
simplified game without magic, taking 
extra skill instead of spells. 

The actual adventure is a fairly basic 
quest to recover the Crown of Kings, a 
magical artifact which will stop wars, 
bestow supernormal powers of leader- 
ship and judgement on its owner, and 
stop the adventurers country being 
invaded by its neighbours. Since there's 
no hope of recovering it until] volume 4 
is reached, volumes 1, 2 and 3 are a trek 
to the castle where it is held, featuring a 
variety of encounters with the forces of 
good andevil. Most of this volume is set 
in the wilderness between Analand (the 
unfortunately-named home of the hero/ 
heroine) and Kharé, a busy town. 

| liked the scenario, although I'm not 
sure it holds any particularly novel ideas 
apart from the spell system. Since it 
seems to be aimed at adults with little or 
no experience of FRP games its deriva- 
tive nature is unimportant. The combat 
system is reasonably clean, being origi- 
nally designed for easy use by 8-12 year 
olds. | suspect that a lot of readers will 
cheat on the spell system, which is a pity. 

I'm not sure how successful the book 
will be with the non-gaming public, but 
anyone wanting something to pass a 
few hours between games won't go far 
wrong with Sorcery. 


Presentation: 8 Skill: 7 
Playability: 8 Complexity: 6 
Enjoyment: 7 Overall: 7 

Marcus L Rowland 
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MIDDLE EARTH SUPPLEMENTS 
Guidebook and Gridded Map 
Angmar -—Land of the Witchking 
Court of Ardor— 

In Southern Middle Earth 
Umbar-— Haven of the Corsairs 
Northern Mirkwood— 

The Woodelves Realm 
Southern Mirkwood— 

Haunt of the Necromancer 

Iron Crown Enterprises 


£6.95 
£7.95 


£7.95 
£7.95 


£7.95 
£7.95 


The basic map, Angmar and Umbar 
have been available since early 1982, the 
subsequent additions to the range have 
been gradually released throughout 
1982 and this year. It is now possible to 
judge the use of the series as a role- 
playing aid as well as its attention to 
detail and spirit of the Tolkein world. 

The map and guidebook consists of a 
24"x36" full colour gridded map of all 
Middle Earth, in addition to the well 
known parts of the continent. The authors 
have included projections and ideas of 
what the rest of the land would look like 
had Tolkein been able to detail it. The 
rest of the package is made up of a 
16-page booklet. Unfortunately, the map 
is prone to tearing especially along the 
folded lines, and although the guide- 
book is useful it hardly rates as a book, 
providing, however, a general view of 
the various elements of geography, lan- 
guage, culture and the use of power 
within ME (Middle Earth). A section on 
integrating the series as a FRP- campaign 
is included, but states only the obvious, 
and anyone wishing to use the data will 
be quite aware of what is required to set 
up a campaign. The most useful section 
contains the trade routes, language 
areas and climate maps. Altogether, a 
useful package, if a little expensive, but 
indispensible because of the beautifully 
reproduced map. 

Angmar covers the Northern Misty 
Mountains and details amongst other 
things Carn Dim. The detailing of the 
whole area is on a tremendous scale, in 
this 48-page supplement. The drawings 
of both maps, floor plans and illustra- 
tions are competent. Running through 
the sections: climate, flora and fauna, 
culture, politics and power, places of 
note, gamesmasters aids, NPC genera- 
tion tables (bearing in mind that this is 
constructed for use with the Rolemaster 
System, and as such will require transla- 
tion into whatever system you use), 
seige equipment and a potted history of 
the area. In the centre of the booklet a full 
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colour double sided map details the 
area, inthe same style as the mastermap 
but much larger; on the reverse is a 
blowup of Carn Dim. Everyone and 
everything, from the Witchking down to 
the makeup of a warg patrol to the con- 
tents of the Treasure Room in Angmar, 
are all richly embellished. The Witchk- 
ing’s notes state he is to be considered 
as a 60th level Sorcerer, and his spells 
relate to the destruction of gases, solids, 
and liquids, the flesh, minds and the 
soul! 

Umbar, the second in the series, con- 
cerns the Corsairs and the surrounding 
countryside’s inhabitants. A history is 
provided giving the ‘Timeline’ of Umbar, 
geographical descriptions, political 
organisation, the major leaders, cultures 
and people, ecology and economy. 
Covered in a most impressive manner 
are the full plans of the city together with 
the sewers, water supply, house plans, 
taverns, military structures, all those 
who live in them; the numerous Guilds, 
smugglers, City Guard, religions, ships 
and the sailors who frequent the city. 


antasy games and rulebooks 
y independent authorities. 


The ‘Dark Religion’ which operates 
under cover in the City is also consi- 
dered; some interesting spells like 
tongue rot and elephantiasis are avail- 
able to the more discerning devotees of 
this cult. The castles, villages, animals 
and magic all have information tables 
and descriptions in this 52-page sum- 
mary of the area; again a detachable 
map of the general locality and a more 
detailed one of Umbar itself is available. 

Ardor, again at 52-pages offers infor- 
mation of this lesser known locality, cov- 
ering nine minor kingdoms in the area 
known generally as Mamakan, a jungle 
land in the far south of the continent. 
Five major races are in evidence of dif- 
fering importance. The format is the 
same as the previous volumes, and as 
well as the major characteristics, men- 
tioning Sauron’s influence in the land, 
the nature of society and suggested 
scenarios for the players. 

Southern and Northern Mirkwood can 
really be considered together. Whilst 
SM centres on Dol Guldur and the pre- 
sence of Sauron of Mordor, NM is princi- 
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pally concerned with the Elven Kings 
Halls and the strong Elven society that 
has grown up there over a long period. 
Both are rich in detail and are much 
more of a role-playing aid with numer- 
ous tables for random events and 
encounters. In NM the drawings of the 
Halls themselves could have been bet- 
ter; it’s difficult to make endless lengths 
of passageway look interesting though. 
The Witchking of Angmar’s abilities pale 
into insignificance when you read 
Sauron’s stats in SM; a 240th level spell 
user!. A simple touch by him causes an 
automatic critical mace attack damage 
equivalent to the victim; the text states 
that ‘without doubt his power is a 
shadow of what it was’. Valar save us! 
The inhabitants of NM seem but children 
in comparison. Nonetheless interesting 
and in their own way dangerous; Great 
Eagles, Dragons, Giant Spiders, bears, 
wolves and fleas (plague carrying) all 
are valuable additions to the armoury of 
the games master. Both contain full col- 
our double-sided maps which fit 
together perfectly. 

The first ten pages of each supplement 
are the same, covering definitions and 
terms, map reading and keys. The most 
important of the sections is the adaption 
facilities to other systems. It is well 
thought out and works, it is quick and 
eay but | would not go as far as to say 
that the games master should not pre- 
pare the translation beforehand, 
although a few minutes and some notes 
in the margin will make you ready. The 
detail of Arms Law/Claw Law/Spell Law 
etc is losta little in the grosser and more 
general types of, dare | say it, AD&D for 
example, but the spirit is still there. 

In conclusion | would recommend this 
series, it’s not necessary to get them all 
as they stand up as scenarios on their 
own, but it would be fun to see all the 
expanded maps fitted together when all 
the series is finally released, and play a 
mammoth campaign spanning the entir- 
ity of Middle Earth using the wealth of 
detail available. My only reservation 
regarding the system is the price, but 
when you look at a comparable product 
both in price and in subject, it’s not bad. 

Content Value Overall 
Map & Guide 


Angmar 
Umbar 
Ardor 

N Mirkwood 
S Mirkwood 


OOnNNND 
AADHDAD 
COnNNND 


Jonathan Sutherland 
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TARSUS 
Game Designers’ Workshop £8.95 
Tarsus is the adventure module to go 
with Starter Traveller, though it can be 
used with any Traveller rules. lt contains 
a world map of Tarsus, a subsector map 
of District 268 in the Spinward Marches, 
a detailed map of the Tanglewald (a 
forested region on Tareuel, cards for 12 
pre-generated characters, a world and 
scenario booklet, and 5 scenario sheets. 
The philosophy behind this is that one 
world, fully detailed, has more potential 
for adventure than a roughly-sketched 
subsector. The five sheets detail, effec- 
tively, two scenarios; in the first, the 
central character and friends return 
home to Tarsus after the Fifth Frontier 
War to find the home ranch sabotaged 
and its owner (the central character's 
father) missing; sheet 1 covers their arri- 
val, sheet 2 covers finding the missing 
father, sheet 3 allows the band to track 
down the saboteurs and wreak ven- 
geance. GMs beware; you may need to 
prepare some maps for sheets 2 and 3. 
Inthe second scenario (sheet 4) the band 
penetrate the Tanglewald in search of 
the local equivalent of Bigfoot. Sheet 5 
lists ideas for further adventures. 
Tarsus itself is presented in stunning 
detail. Astronomy, geography, history, 
climate, technology, society; it’s all 
here. This is a world as detailed and 
rounded as those used in fantasy 
games, and is a superb piece of work. 
However, there are faults; one of the 
main points about Tarsus is its strange 
weather — this is not explained in any 
detail, and the Weather Tables are 
incomplete. There are no NPCs, and the 
referee will surely need a dozen or so 
worked out. Further, the very detail of 
the pack means that it is difficult to run 
without preparation, both for the GM 
and the players. The scenario should be 
prepared for a couple of weeks in 
advance; one player has a native charac- 
ter, who should be given a copy of the 
general information, and the GM must 
be prepared to become thoroughly 
familiar with the new world on a level 
not previously required for Traveller. 
Most Traveller bands seem to drift 
from world to world quickly, seeing only 
the adventures and the pubs, because 
most have a ship. Tarsusis a world fora 
shipless group to explore and adventure 
on for entire game-years at a time, since 
by the end of the adventure they are 
likely to have control of a ranch and be 
potential candidates for the planetary 
government. It could become the player's 
base of operation for the campaign. 
Tarsus is an excellent adventure for 
the beginning band — either of new 
players or of new characters — but con- 
sidering the time it took me to sort it out, 
it may be too complex for new GMs. | ref- 
rain from giving it an overall 10 because 
of the lack of adequate cross-referencing 
and weather tables, and inconsistent 
hex numbering on the subsector map. 
Each scenario sheet should last about 
one gaming session, with the exception 
of the fifth, which can be expanded prac- 
tically to another 6 to 8 sessions. 
Presentation: 9 Enjoyment: 10 
Playability: 7 Complexity: 8 
Skill: 6 Overall: 9 
Andy Slack 


Fifty issues of White Dwarf... good grief. 
Things have changed since | first contri- 
buted, to issue 2 in 1977, when the text 
wasn't printed but laboriously impres- 
sed in cuneiform on tablets of damp clay, 
when the latest role-playing game was 
noughts and crosses, when the editors 
hired out their (then) young and unblem- 
ished bodies in Soho to raise the cost of 
postage, when Marcus Rowland was a 
crazed gleam in some mad scientist's 
eye, when the profredding was more 
wurse thAn it are now! Ah, nostalgia. 

The golden years have returned in 
Brian Aldiss’s Helliconia Summer 
[Cape 398pp £8.50], successor to the 
award-winning Helliconia Spring and a 
fine book in its own right. The back- 
ground of this trilogy — book 3 yet to 
come —is a merciless translation into 
celestrial mechanics of the historical 
cycles in Shelley's poem: 


The world’s great age begins anew, 
The golden years return, 

The earth doth like a snake renew 
Her winter weeds outworn... 


This turns to nightmare when Shelley 
sees the Golden Ages give way to iron 
and leaden ones; in Aldiss’s trilogy we 
know the world Helliconia is trapped in 
the cycle of the ‘Great Year’ as its feeble 
sun Batalix moves to or from the much 
hotter Freyr, in a 2592-year ellipse where 
midwinter lasts five centuries and mid- 
summer sets the equator on fire. 

We've had the marvellous Helliconia 
Spring, a book with flaws but far greater 
virtues. Now midsummer approaches, 
city-founders from book 1 are disputed 
myths, the chilly phagors (among SF’s 
best aliens) who rule the winter are 
partly subdued and enslaved, traders 
grow rich dealing in ice, and there are 
glimpses of a scientific Renaissance. . 
The story is a good and wide-ranging 
one, with kings, queens, generals, 
priests, proto-scientists, common folk, 
phagors and not-quite-humans schem- 
ing in their different ways. Ithas a grand 
complexity which should be a lesson to 
planners of game campaigns. 

Fine writing, unforgettable images: 
and hanging over it all, the doomy 
awareness of Helliconia-watchers in the 
orbiting Earth Station Avernus, who 
know and remind us that all this differs 
only in detail from the summer of the 
last Great Year. The stench of burning 
grows through the book, with volcanoes 
and brushfires and only 83 local years to 
the hell of midsummer... after which, the 
long slide back into the dark. Can some 
shreds of civilization survive? I'll be bit- 
ing my toenails in frustration until 
Helliconia Winter. 

From animaginary Renaissance to the 
final glories of the real one: The 
Notebook of Gismondo Cavalletti by R 
M Lamming [Cape 248pp £7.95]. Set in 
historical Florence and told through the 
flawed Gismondo’s notes, it’s not a fan- 
tasy despite numerous bizarre inven- 
tions (this was the time of da Vinci anda 
million imitative gadgeteers) and the 
dustjacket’s patched-up lizard with a 
horn, three sets of wings, feathers and 
eyed flanks. | merely mention that Lam- 
ming writes beautifully, that she gives 
an object lesson in how to evoke period 
flavour without fake-archaic speech 


CRITICAL MASS 


Critical Mass is a regular book 
review column, by Dave 
Langford. 


The Golden Years 
Return 


(gamers take note), and that famous 
Christopher Priest, reading a partial draft 
of Notebook at the Milford SF Writers’ 
Conference, moaned: ‘Prosperity is 
going to know me as a minor acquain- 
tance of the celebrated R M Lamming.’ 
Don't miss. 

Oddly enough, the next four books dis- 
gorged by my ever-unreliable filing sys- 
tem are also not strict SF or fantasy, It’s 
a plot of those publishers, | tell you, to 
ruin my credibility as an SF reviewer by 
inflicting this stuff on me, to — [Quick, 
Watson, the needle! —Ed] 

First: When Voiha Wakes by Joy 
Chant [Unicorn 168pp £2.95] is marketed 
as fantasy but is in fact a magic-free tale 
which could have been set almost as 
well in our own world’s past as in Joy 
Chant's. It competently reworks the 
familiar (usually satirical, but not here) 
inversion whereby women wear trous- 
ers and run things while skirted and 
powdered men practise coquetry and 
aren't allowed to learn to read. ‘Natur- 
ally his untaught mind could have 
neither the breadth nor the firmness of a 
woman's.’ Amember of the supposedly 
second-class sex wants to be a musician, 
shock horror; a way is found but means 
grief for a partner who can't abandon job 
responsibilities. Arrange the sexes as 
you will: it stays a relatively mundane 
story. Caused me no pain. 

Zomba Books are producing multi- 
novel omnibuses, often by SF writers 
straying into the crime genre. The 
Frederic Brown collection [Black Box 
569pp £8.95 hc £5.95 pb] comprises 
Night of the Jabberwock, The Screaming 
Mimi, Knock 3-1-2 and The Fabulous 
Clipjoint. Brown was a master of the 
short SF shocker; these late-40’s novels 
show he was even better at thrillers, 
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which some fans tend not to read on 
principle. Good value—and for lovers of 
Lewis Carroll, the first novel is crammed 
with Carrollian esoterica, including a 
distinct suggestion that the Jabberwock 
itself is abroad and up to no good. 

In Search of Nikola Tesla by David 
Peat [Ashgrove Press, 143pp £3.95] is 
offbeat nonfiction whose facts and 
speculations could fuel a Traveller or 
Call of Cthulhu campaign — bizarre alter- 
native technology, electronics plus 
Arcane Forces. Tesla pioneered AC 
power transmission, invented the AC 
induction motor, and could have shared 
a 1912 Nobel with Edison but refused (a 
fact | couldn't find in this book). Lately 
he’s been weirdly credited with a perfect 
broadcast-power system, his unsuc- 
cessful ambition, and lots more things 
like lasers and energy beams. Peat 
approaches his Tesla researchers 
autobiographically and can be insuffer- 
able: ‘This task was the culmination of 
my own scientific ventures. | felt that | 
was ideally suited to meet such an 
adversary as Nikola Tesla.’ Sifting 
through the maze of Tesla‘s later loony 
patents and the modern cultists who 
overvalue them, Peat charts a fascinat- 
ing voyage through the self-deceptions 
and genuine achievements of the great 
man and others. | could have used less 
information about Peat (‘The following 
morning was one of those when | took 
my time getting dressed’) and more 
about Tesla, but it’s a genuinely interest- 
ing read. 

he Hamlyn Book of Horror and SF 
Movie Lists by Roy Pickard [Hamlyn 
223pp £1.95] is another mass of pleasant 
trivia, better produced than those men- 
tioned in WD48 but less my cup of tea 
(I'm no movie fan). Good if you want to 
know about scenes cut from famous 
films, or 40 movie versions of Dracula, 
or King Kong's inside leg measurement: 
not exhaustive, but wide-ranging stuff. 

Back to real SF: The Lazarus Effect by 
Frank Herbert and Bill Ransom [Gollancz 
381pp £8.95] is a sequel to the authors’ 
fairly awful Jesus Incident [1979], itself a 
belated sequel to Herbert's minor Desti- 
nation: Void [1966]. It's enjoyable Good 
Average SF, neither unputdownable nor 
unpickupable, featuring political and 
biological machinations on the water- 
world Pandora where mutant Islanders 
in their floating cities (revolting smelly 
organic technology) are in semi-conflict 
with clean-limbed ‘Mermen’ from 
hygienic undersea domes. Each side is 
split into multiple factions; there’s lots 
of manoeuvring and struggle, including 
the gory scuttling of a city. A vast, 
egregious deus ex machina emerges 
gradually from the a to wind up the 
plot. Not top-class Herbert — dunno 
about Ransom — but far better than its 
predecessor. 

If you're sick of horror/fantasy anthol- 
ogies full of the same old stories, | recom- 
mend Alberto Manguel's Black Water 
[Picador 967pp £4.95], a fat collection of 
72 pieces from writers variously known 
(for horror, fantasy, mainstream, SF), 
little-known, and appearing in English 
translation for the first time. Refresh- 
ingly different: despite a few duds you 
can’t complain at only Yap a page. 

This seems to be my twelfth Critical 
Mass column. Er... Happy Birthday?1 


Fiend Factory /s a regular depart- 
ment edited by Albie Fiore. This 
issue, a White Dwarf fiftieth 
anniversary special — stats in 
RuneQuest and AD&D for our 
leading personalities. Readers 
may be interested to know that a 
Citadel boxed set of these figures 
is available, to accompany this 
article. 


White Dwarf 
Personalities 


by Phil Masters and 
Steve Gilham 


THE WHITE DWARF (AD&D) 

Str: 18/60(+2/+3); Int: 17; Wis: 14; 
Dex: 17; Con: 18; Cha: 16(17 to Dwarves). 
Dwarf fighter/cleric/thief, levels 9/5/8; 
Age: 295; AC-3; 57HP; Alignment: 
Chaotic good. 

Spells: Curse, commandx2, cure light 
wounds, detect magic, augury, hold per- 
son, conceal alignment, speak with dead. 
Equipment: +2 Chainmail, +2 Small 
Shield, +3 Battle Axe, Dagger of Return, 
short sword, Ring of True Casting, 
Philter of Persuasiveness, dice with 
every possible number of sides, various 
sacred books. Cash: 400-500gp. 
No-one is certain where the White Dwarf 
comes from, but he may be found almost 
anywhere, particularly in underground 
mazes, barren wastelands, and bar- 
rooms just before fights break out. The 
White Dwarf displays an even greater 
level of surly, suspicious parochialism 
than the average member of his race, 
and usually insists on conversing in his 
native tongue whenever possible, 
although he is known to be able to speak 
the Common Tongue as well. He prefers 
to leave fighting to others although heis 
a deadly fighter when necessary. 

There are many rumours about which 
god he serves. Suggestions have 
included some human deities, but the 
truth is that he is one of the few clerics of 
Throrrigga, an extremely obscure dwar- 
ven demigod of games and bad jokes. 

The White Dwarf’s armour, shield, and 
axe are all enchanted, and he always has 
a phial with a couple of doses of Philter 
of Persuasiveness somewhere on his 
person; why his supply never runs outis 
a complete mystery. Dagger of Return: 
Only when it is thrown, it gives +1 to hit 
and damage, and flies back neatly to the 
caster’s hand after it has hit or failed. In 
addition, all ranges are doubled with this 
dagger. Ring of True Casting: Anything 
cast or thrown from the hand wearing it 
has a 25% chance of doing exactly what 
is desired of it by the wearer, provided 
that this is within natural capabilities. 
Thus, dice can be sixes, thrown weapons 
can find any target within range, and so 
on. Even when the 25% probability fails, 
the thrown object has its normal proba- 
bility of doing what is wanted. 


FIEND FACTORY 


STR: 21 Rightleg (01-04) 6/6 
CON: 16 Leftleg (05-08) 6/6 
SIZ: 9 Abdomen (09-11) 6/6 
INT: 15 Chest (12) 6/7 
POW: 15 Rightarm (13-15) 2/5 
DEX: 12 Leftarm (16-18) 2/5 
CHA: 13 Head (19-20) /6 
Move: 6 

Hit Points: 16 


Defence: 15% 

Spells: detect gold, detect gems, detect 
silver, bladesharp 4, protection 4, 
delayed ignite 3; one use Runemagic — 
summon small gnome (STR: 13, INT: 2, 
POW: 20, 33HP). 

Skills: Evaluate Treasure 50%, Armour- 
ing 50%, Spot Traps 60%, Disarm Trap 
60%, Cast Dice 90%, Wargame Tactics 
75%, Game Design 90%, Make 6pt Acid, 
Speak and Write Mostali 85%. 
Treasure: Carries 200L in assorted coins 
and gems. Could raise a ransom of 
20,000L from his dedicated fans. 

Items: Axe contains a repair matrix. Car- 
ries a set of dice that are a Matrix for a fix 
dice spell. Ata cost of 1 POW, each die will 


roll the exact number desired on one roll. 


Example: The White Dwarf wants to 
roll less than 30 on his percentage dice. 
He could use his Cast Dice skill with 90% 
confidence, but instead he decides to 
use his magic dice. He uses 2 points of 
POW, and guarantees a 25. 

Great Axe: (2d6+2+1d4) SR7, 85%, 
Parry 80%, Points 15. 

Shortsword: (1d6+1+1d4) SR8, 55%, 
Parry 40%, Points 20. 

Crossbow: (2d4+2) SR12, 50%. 

Small Shield: Parry 45%, Points 8. 


The delayed ignite is a Mostali special 
spell; each point delays ignition by 5 
seconds. Otherwise, as ignite. 

The Cast Dice skill is used when the 
White Dwarf plays games. The result of 
the skill roll is used to determine the die 
roll result; a success with the skill means 
that the desired roll was achieved, a crit- 
ical means a very good roll, a fumble 
means a disastrous roll, and so on. If he 
were a gambling type, the Dwarf could 
use the skill to clean up very quickly. 

History: The White Dwarf hails from 
the Mostali nation of Greatway, to the 
north of Dragon Pass. He follows the 
heretical belief, common in Greatway, 
of Individualism, which states that.each 
dwarf has individual worth, and a maker 
in his or her own right, rather than being 
a cog in the World Machine. The White 
Dwarf’s own individualism has shown 
itself in the design of games of fantasy. 
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His role-playing game, Dolecheques & 
Demos, set in a make-believe industrial 
society, has gained an underground fol- 
lowing among the individualist dwarves 
of Greatway, and he is wont to boast of 
this success to all who will listen. 


GOBBLEDIGOOK (AD&D) 

Normal MM goblin; Age: 15; AC6 (scruffy 
leathers, thick skins and hard head); 
HP7; Alignment: Lawful Evil (when 
pushed); Attacks as 1-1 dice monster. 
Str: 11; Int: 9; Wis: 6; Con: 15; Dex: 11; 
Cha: 4(10 to goblins). 

Equipment: Scruffy leathers, one weapon 
— either dagger, short sword, club or 
spiked club (as morning star). Cash: 3cp. 
An unremarkable denizen of some 
much-used underground area or 
another, Gobbledigook can usually be 
found in the company of others of his 
kind, although he has been known to 
consort with a potent sorcerer named 
Wizilevard. For all his power, the latter 
seems to have miscast a find familiar 
spell on one occasion, as Gobbledigook 
(himself no sorcerer) has somehow 
obtained a companion creature (see 
below). This being provides Gobble- 
digook with only one personal advan- 
tage, and that when it is within 12” of 
him only (and not always then); the abil- 
ity to cast ironic and despairing looks. 


GOBBLEDIGOOK (RQ) 

STR: 12 Rightleg (01-04) 2/5 
CON: 14 Leftleg (05-08) 2/5 
SIz: 7 Abdomen (09-11) 4/5 
INT: 7 Chest (12) 4/6 
POW: 14 Rightarm (13-15) 2/4 
DEX: 10 Leftarm (16-18) 2/4 
CHA: 10 Head (19-20) 8/5 
Move: 8 

Hit Points: 13 


Armour: 2pt skin, 2pt furs on torso, as 
leather hauberk, 6pt skull. 

Spells: /ronhand 2 (for headbutt). 
Skills: Hide 40%, Move Quietly 35%, 
Ironic Looks 35%, Hobbit Cuisine 60%. 
Godgift: 1 Point per round regeneration. 
Heavy Mace: (1d8+2) 65%, Parry 45%, 
Points 20 (used 2-handed). 

Headbutt: (1d6+2) 95%. 


Gobbledigook is a goblin [see WD47] 
whom the gods gifted at birth with an 
exceptionally robust skull and the ability 
to recover quickly from damage. The lat- 
ter has proved more than a little useful, 
as the gods have done this unfortunate 
being few favours since. Gobbledigook 
may be said to have alittle more inclina- 
tion to Chaos than most of his kind. but 
he is not in any sense vicious; all he 
wants from life is a good lunch (or three) 
and a little peace and quiet. > 


GOBBLEDIGOOK’S FAMILIAR (AD&D) 
Attacks as 1-dice monster, AC6; HP4; 
Alignment: Ironic Neutral; Move: 7”. 
This small, furry, two-legged being, 
believed to be the result of a fumbled 
find familiar spell, associates with 
Gobbledigook for no apparent reason, 
although the latter certainly does not 
mistreat or dislike it. Its small size and 
dark colour give it the stealth/hiding 
abilities of a 5th level thief, and it has the 
ability to cast ironic and despairing looks 
at will. If pressed, it could probably bite 
for 1-2 points of damage. 


GOBBLEDIGOOK’S FAMILIAR (RQ) 
STR: 1 Body (01-20) 1/10 
CON: 12 

Siz: 1 

INT: 8 

POW: 16 

DEX: 20 

CHA: 5 

Move: 16 

Hit Points: 10 

Armour: 1pt fur. 

No viable attacks. 

Skills: Hide 85%, Move Quietly 90%, 
Danger Sense 90%, Ironic Looks 75%. 
(Danger Sense works like the Sense 
Chaos skill. On an impaling roll, the skill 
acts as detect danger, revealing the pos- 
ition of the threat.) 


This associate of Gobbledigook’s (not a 
bound spirit or anything so remarkable) 
seems to be a member of some unknown 
(and unspectacular) subterranean 
species. It is a carnivore — or at least a 
scavenger —but not dangerous. Low Cha 
reflects lack of impressiveness— he may 
be cute but he’s no leader of men. 


IAN LIVINGSTONE (AD&D) 

Authors’ Note: We were quite prepared 
to present background notes and details 
on the character below, and our decision 
not to do so had nothing to do with the 

threat of legal action. 

However, we believe that Mr Livingstone 
has a family somewhere, and in any 
case, we decided that we enjoyed living, 
preferably with a few royalty cheques ot 
our own. We believe, therefore, that the 
statistics can be left to speak for 
themselves. 

Level 2 Human (?) Editor (a rare sub- 
class of thief); AC8 (due to thick skin). 
HP: lots; Alignment: Barwards. 

Str: 8; Int: 6 (but very cunning); Wis: 6; 
Dex: 4 (20 with autographing pen); 
Con: 13; Cha: n/a. 


FIEND FACTORY 


Equipment: Baseball bat (used as club), 
cap, typewriter. Cash: None (if it’s his 
round), but lots of royalty cheques. 


IAN LIVINGSTONE (RQ) 
STR: 8 Rightleg 
CON: 13 Leftleg 

Siz: 9 Abdomen 
INT: 9 Chest 

POW: 5 Rightarm 
DEX: 5 Leftarm (16-18) 0/4 
CHA: n/a Head (19-20) 7/5 
Move: 5 (20 towards bar, Puffin Books, 
etc). 

Hit Points: 13 

Defence: 60% (due to innate evasiveness). 
Armour: 6pt skull, 1pt baseball cap. 
Spells: fix dice (see under the White 
Dwarf) 

Skills: Drink Liquour 20% (see under 
Thrud the Barbarian), Read/Write 
Gibberish 85%, Game Design 15%, Cast 
Dice 10% (see under the White Dwarf). 
Chaotic Feature: Total immunity to criti- 
cism, especially if constructive. 

Cash: Never admits to carrying any. 
Claims that his editorial staff would ran- 
som him, but they’d more likely pay you 
to keep him. 

Baseball Bat: (1d8) 55%, Parry 75%. 
Poison Pen: 50%, splashes victim with 
Potency 5 Acid. 


(01-04) 0/5 
(05-08) 0/5 
(09-11) 0/5 
(12) 0/6 
(13-15) 0/4 


THRUD THE BARBARIAN (AD&D) 

17th level fighter; Age: 31; AC2; HP 123; 
Alignment: No-one asks (neutral?). 

Str: 18/00(+3/+6); Int: 3; Wis: 3; Dex: 17; 
Con: 18; Cha: 6 (18 to giant slugs). 
Equipment: Broadsword, Battle Axe, 
small helm, loincloth and probably 
300-400gp (but can’t count). 

Very little is known about Thrud the Bar- 
barian, chiefly because very few people 
have ever been dumb enough to ask him 
personal questions (like ‘How are you?’). 
He is said to be human, but this rumour 
was started by the Lord High Abuser of 
the Orcish Foul Mouth tribe, so no-one 
worries about it too much. In general, his 
aptitudes and abilities are those of a 
human being — albeit an odd one — but 
he has anumber of ‘unique’ attributes: a 
very thick skin, improving his ‘natural’ 
armour class by one; total immunity to 
being hit over the head; lastly, although 
his.true Wisdom is 3, itis treated as 18 
when spells or powers are used to attack 
his mind, due to targetting difficulties. 


THRUD THE BARBARIAN (RQ) 
: 20 Rightleg (01-04) 
18 Leftleg (05-08) 
20 Abdomen (09-11) 
3 Chest (12) 
: 16 Rightarm (13-15) 10/6 
14 Leftarm (16-18) 10/6 
18 Head (19-20) 10/7 
Armour: Thrud’s loincloth provides a 
permanent shield 5. (Yes, we do know 
that this is impossible, but how do you 
think all these barbarian heroes survive 
when they refuse to wear armour?) 
Note: Head hit location is treated as a 
limb for damage purposes; it is not con- 
sidered a vital hit location. 
Spells: None. 
Skills: Drink Liquour 120% (see below), 
Move Quietly 95%, Hide in Shadow 90%, 
Sense Observation 95% (see below). 
Drink Liquour allows imbibing without 
intoxication; the roll must be made after 
every drink after the second. A critical 
roll allows the next drink to be taken 
without any Drink Liquour roll being 
required. Sense Observation skill allows 
the possessor to know when he or sheis 
under observation; an impaling roll tells 
which direction the watcher is in. 
Great Axe (1-handed): (2d6+2+2d6) 
150%, Parry 110%. 
Great Sword: (2d8+ 2d6) 160%, 
Parry 115%. 
Bite: (1d3+2d6) 250%. 


10/7 
10/7 
10/7 
10/8 


Thrud is indubitably a barbarian from 
some distant wasteland (probably made 
such by himself); more than that is a 
matter for conjecture. Some have con- 
jectured that he displays Chaos features, 
but even the most single-minded Storm 
Bull Rune Priests prefer to think that 
Chaos has more taste than that. It is 
known that Thrud has been on Hero- 
quest, and thereby obtained the gift of 
Trollish Digestion, which means that he 
can eat or drink anything without com- 
ing to harm. 


Griselda and Wolfhead 

These two are, of course, more fully 
dealt with in the RuneQuest scenario 
pack The Big Rubble, and we have 
attempted to convert their characteris- 
tics from RuneQuest to AD&D as faith- 
fully as possible. As powerful RuneQuest 
warrior-types tend to have use of a fair 
amount of magic, whereas high level 
AD&D non-magic-users tend to carry far 
more magical equipment than their 


RuneQuest counterparts, we have 
thought it best to transfer many powers 
from RQ spells to AD&D magic items. 


GRISELDA (AD&D) 

11th level thief; Age: 24; AC1; HP60; 
Alignment: Neutral. 

Str: 12; Int: 18; Wis: 14; Dex: 19*; 

Con: 16; Cha: 16. 

(* Treat as in Deities & Demigods). 
Equipment: +3 Ring of Protection, +2 
Shortsword, Leather Armour, Elven 
Boots (in pack), Boots of Speed (worn), 2 
doses Potion of Extrahealing, 1 use Dust 
of Sneezing and Choking, Wand of 
Magic Missiles, Wand of Enemy Detec- 
tion, 2 daggers, 2 darts. Carries 20-30gp 
and has a cache of 200-300gp. 

A fairly typical, if highly successful, 
adventuress-thief, Griselda has both the 
skill and the equipment to defeat oppo- 
nents of far greater apparent strength 
than herself. She is personally charming 
— deceptively so—and frequently deadly. 
Although not a full member of any 
thieves’ guild, she keeps on good enough 
terms with the local underground hier- 
archy to avoid trouble from them when 
she operates on their ‘patch’; in any 
case, she rarely engages in run-of-the- 
mill thieving. Her one odd feature is a 
superhuman level of dexterity. 


WOLFHEAD (AD&D) 

9th level thief; Age: 34; AC3; HP38; 
Alignment: Neutral (slight Evil tendency); 
Str: 16(-1/+1); Int: 12; Wis: 11; Dex: 15; 
Con: 11; Cha: 11. 

Equipment: +4 Cloak of Protection, 
Leather Armour, +2 Thieves’ Bow, Helm 
of Telepathy, 2 doses Potion of Extra- 
Healing, 1 use Dust of Sneezing and 
Choking, shortsword, 2 daggers, sling 
(concealed —for emergencies), quiver of 
normal arrows. Carries about 15-25gp, 
and has a cache of about 150-250gp. 
Wolfhead is another successful adven- 
turer, and although a thief, he is 
regarded as a deadly and enthusiastic 
combatant. He too is independent of the 
local thieves’ guild, but respected and 
accepted by them so long as he avoids 
impinging on their regular business, 
which he usually does. His effectiveness 
is enhanced by the Thieves’ Bow he car- 
ries —a +2 weapon that has been made 
so magically light and concealable that 
it can be freely used by any thief who 
takes it as a weapon of proficiency. 


AGAROTH THE UNWASHED (AD&D) 
10th level half-orc fighter; Age: 37; AC6; 
HP90; Aligment: Neutral evil. 
Str: 18/80(+ 2/+4); Int: 4; Wis: 6; Dex: 11; 
Con: 18; Cha: 6(ugly, but persuasive). 
Equipment: Filthy Leather Armour, 
Blood-Caked Cleaver (treated as 
Scimitar), Mis-shapen Shield, Ring of 
Sure Cutting (see below). Cash: None 
(Agaroth doesn’t buy — he takes.) 
Agaroth the Unwashed is nasty. We 
mean, really foul. Think of the nastiest 
person you know, double it, add bad 
manners, and Agaroth is still much, 
-much worse. |f we told you the nicest 
thing Agaroth has done in the last year, 
you wouldn't want to eat for a week. 
Urrghh!! Just thinking about it makes us 
feel ill. Agaroth not only eats babies, he 
doesn’t wash his hands afterwards! 


FIEND FACTORY 


— 


Agaroth wears leather armour so 
caked in unspeakable filth that it 
improves his Armour Class by one. 
(Anyone else trying to use it would have 
to save vs poison every round or pass 
out from the fumes. It’s probably magi- 
cal, but who wants to know?) He also 
wears a ring he once stole from an old 
man that allows any weapon he carries 
to hit any creature that can only be 
affected by +3 weapons. 


AGAROTH THE UNWASHED (RQ) 
STR: 20 Rightleg (01-04) 3/6 
: 18 Leftleg (05-08) 3/6 
13 Abdomen (09-11) 5/6 
(12) 5/7 
(13-15) 3/5 
(16-18) 3/5 
(19-20) 3/5 


Me 4 Chest 

: 10 Rightarm 

11 Leftarm 
Head 


Hit Points: 17 

Armour: 3pt filth plus leather hauberk. 
Spells: Bladesharp 2, ironhand. 

Skills: Boasting 40%, Evaluate Treasure 
15%, Mindless Cruelty 95%. 

Chaotic Feature: Unspeakable Filth. 
Cleaver: (2d8+2d6) 85%, Parry 60%, 
Points 20. 

Medium Shield: Parry 40%, Points 12. 


Agaroth is an ogre with the rare chaotic 
feature Unspeakable Filth who has spent 
his life in the dark service of various vile 
Chaos Cults, rising high in their employ. 

Mindless Cruelty must always be 
combined with some kind of personal 
assault; if this is a melee attack, the 
attack rollis at -5%. Successful use of the 
skill is intensely gratifying to the user, 
and causes the victim to hate and fear 
the attacker. If a critical roll is acheived, 
the victim must roll POW x5 as a percen- 
tage or be demoralised. |f a fumble is rol- 
led, the attacker will feel intensely frus- 
trated, and the victim will probably feel 
extremely amused. 

Unspeakable Filth is an unusual chao- 
tic feature with various consequences. 
The possessor perpetually exudes sub- 
stances with an indescribable stench, 
causing his or her own sense of smell to 
be completely destroyed and repelling 
anything short of a totally degenerate 
broo. Anyone entering melee with the 
being must roll his or her CON x5 as a 
percentage each round or be unable to 
make any attack roll due to gagging. 
Finally, The Filth acts as 3 point protec- 
tion over the being’s entire body. 


UGBASH FACESPLITTER (AD&D) 

9th level human fighter; Age: 35; AC4; 
HP70; Alignment: Lawful evil. 

Str: 18/85(+/2+4); Int: 11; Wis: 12; 
Dex: 12; Con: 16; Cha: 14. 

Equipment: +2 Footman’s Flail, +1 2- 
Handed Sword, +2 Scale Armour, 

3 doses Potion of Human Control, 

3 doses Philter of Persuasiveness, Ring 
of Warmth, Periapt of Wound Closure, 
Dagger. Cash: 50-300gp. 

Slavelord, master warrior, executioner, 
a being so arrogant that he barely 
admits to his own humanity, Ugbash, 
known as Facesplitter... (Ugbash 
Facesplitter terminates your ramblings, 
man-slave! See final notes.) 


UGBASH FACESPLITTER (RQ) 

STR: 19 Rightleg (01-04) 

CON: 16 Leftleg (05-08) 

SIZ: 16 Abdomen (09-11) 

INT: 11 Chest (12) 

POW: 15 Rightarm (13-15) 

DEX: 12 Leftarm (16-18) 

CHA: 14 Head (20) 

Move: 8 

Hit Points: 17 

Defence: 20% 

Armour: Scale Armour with leather 
sleeves and composite helm. 

Spells: Healing, bladesharp 2, counter- 
magic, befuddle, silence. 

Skills: Boasting 80% (see Agaroth the 
Unwashed), Bargaining 75%, Bind 
Captive 90%, Discipline Slaves 90%, 
Torture 85%. Successful torture use re- 
quires a CON x5 roll from the victim or the 
torturer’s demands are met. An impale 
roll makes it CON x3, a critical, CON x1. 
Greatsword: (2d8+ 1d6), 90%, Parry 75%. 
Morningstar: (1d10+1+1d6), 100%, 
Parry 35%. 

Dagger: (1d4+2+1d6), 50%, Parry 50%. 
As the great slave-caravans wend their 
dread way into Morokanth lands, the 
alert (and wary) observer may often note 
at their head a gaunt figure, wielding 
razor-keen weapons. This lord of cruelty, 
this master of inhumanity, this... (This is 
Ugbash Facesplitter, man-thing! Cease 
your verbosity, whiner, and let your 
betters speak. You'd think some of these 
people had never heard of man manage- 
ment or modern business practice. 
Scum! |, Ugbash Facesplitter, labour 
long and hard for my meagre crust, and 
all | get is this paltry rabble of so-called 
‘writers’ drivelling on, scrabbling around 
for something to moan about. Well, we 
know who's on the rota to clean out the 
venom kettles next week, don’t we?)0 


Another Look at Clerics in AD&D 


So they are seen to be a strange and 
bewildering breed, meeker than lambs, 
fiercer than lions. |do not know whether 
to call them monks or knights though, 
because both names are correct. One 
lacks a monk’s gentleness the other a 
knight's pugnacity.’— De Laude Novae 
Militae, Bernard of Clairvaux, 1128c. 


No party can survive long in an AD&D 
game that does not contain at least one 
cleric. Parties without a cleric tend to 
stagger around wounded or fall prey to 
life-hungry undead. But as aclass clerics 
are not that popular, usually overlooked 
in favour of the more aggressive fighter, 
the arcane binder of magic or the skulk- 
ing thief. In games where the party 
moves from one monster to the next a 
pattern of hack, slay, cure emerges 
where the cleric plays the role of medic 
to the fighters occasionally presenting 
an unholy symbol to the undead, Dull 
stuff compared to the thrill of fighting, 
casting a sleep or webspell or backstab- 
bing an unsuspecting opponent. Yet this 
is only one approach, which curtails vast 
areas of the game. Far more depth and 
enjoyment can be had when players 
inject life into their characters, playing 
them as characters and not as them- 
selves, For the fighter it is a fairly easy 
matter to be brave, magic users and 
illusionists can be thoughful and mys- 
terious while the thief can be sneaky. 
The cleric poses a problem to many 
players who have difficulty in determin- 
ing how acleric should act, yet the cleric 
when played properly is possibly the 
most interesting class to play. 

All first level characters when they 
commence adventuring are considered 
to have completed some form of 
apprenticeship in their profession. A 
magic user or illusionist will have had-a 
lengthy period of study in which the rud- 
iments of magic will have been learnt. 
The thief will either have trained at a 
guild or picked up tricks from other 
thieves on the streets. Fighters will have 
been instructed in the use of weapons 
and armour. This apprenticeship pre- 
pares the characters for adventuring. 
The cleric receives a different form of 
apprenticeship. Entry into a temple or 
similar religious institution is essential. 
Here the young cleric is initiated into the 
temple's religion, taught the teachings 
of the deity and is instructed in the cor- 
rect prayers and ceremonies for wor- 
ship. Having become one of the faithful 
the cleric is made an acolyte and is able 
to pray for and receive first level spells. 

The cleric is foremost a protagonist of 
his or her religion. Additional spells 
come from the strength of the cleric’s 
faith, not the ability to memorise more 
of them. Transgressions from the path 
will ce retribution — the unfaithful 
cleric is faced with loss of spell abilities, 


by Jim Bambra 


the possibility of a quest to prove worth- 
iness and the need to perform sacrifices, 
atonements, meditation and prayers for 
forgiveness. High level clerics need to be 
very careful for they are an example to 
all of the deity’s worshippers and are in 
direct contact with the deity on a daily 
basis. The true cleric lives his or her life 
by the teachings of their religion where 
every action taken is a means of further- 
ing the religion. 


Religion and Society 

In history religion can be seen affecting 
everyday life and politics. Societies have 
tended to structure their lives around 
their religious beliefs. The codes of con- 
duct of a society are nearly all based on its 
religion — calendars are punctuated by 
festivals and holy days. When people 
are born and die they do so with the bles- 
sing of their religion. In medieval Europe 
the Catholic Church was both a spiritual 


The High Priest stood above the 


crowd and raised his hands, ‘I, 
Bran Kumming, have seen the 
wishes of Thor in a dream —a 
Holy Crusade against the unbe- 
lievers of the Western Isles!’ The 
crowd responded with a roar. 


and a temporal power, its influence was 


felt throughout Europe affecting all 
people from the highest to the lowest. 
People lived according to the rules of the 
church, dissenters were subject to per- 
secution by the Inquisition or by over 
zealous lay members. The power of 
excommunication was used on more 
than one occasion to force monarchs 
into line with the Church’s wishes. The 
appeal for a crusade to free the Holy 
Lands from the Moslims brought an 
overwhelming response from all sectors 
of society. Elsewhere the influence of 
religion was no less strong involving a 
wide range of gods, goddesses, demi- 
gods, spirits, devils, demons, etc. Of 
major importance in any religion is the 
role of the priesthood in bridging the 
gap between the people and their gods 
and goddesses. In AD&D where deities 
can appear on the Prime Material Plane, 
where undead are encountered fre- 
quently, demons and devils occassion- 
ally and where clerics perform miracles 
religion will be a strong force. Every set- 
tlement will possess a place of worship 
to one deity or another, varying from a 
small shrine to a large temple. The 
clerics who tend these holy/unholy 
places are a reminder that all creatures 
are ultimately subject to the will of the 
gods and goddesses who reside on the 
outer planes. 

Clerics as representatives of super- 
natural power are influential characters. 


Their knowledge and sacred rituals dis- 
tinguish them from the other classes, 
they are a force to be reckoned with. 
Good clerics will be respected, evil ones 
will instil fear, both will play a major role 
in the life of a society. 


Warrior 

The acolyte (1st level) upon leaving the 
temple is not only a priest seeking to 
gain wealth and power for the cause, he 
or she is also a warrior willing to fight 
and if necessary die to achieve his or her 
ends. The clerical class is based partly 
on the medieval religious orders of 
knighthood. The three major orders 
were the Knights Templars, the Knights 
Hospitallers and the Teutonic Knights. 
The Templars were formed in 1119AD as 
a specifically military order to protect 
pilgrims on the road to Jerusalem. They 
were a religious community under vows 
to forsake worldly chivalry, to live in 
chastity, obedience and poverty. The 
Templars model was later adapted by 
the Hospitallers and the Teutonics, both 
of whom had previously been concerned 
with healing the sick. The heroism and 
fanaticism of these warrior clerics is well 
documented. They were dedicated to 
their faith and rarely gave quarter to 
their opponents and accordingly 
received little themselves. 

In AD&D this is reflected in the cleric’s 
ability to wear any armour and in their 
fighting prowess. At first level they fight 
as well as a first level fighter and better 
than common men-at-arms. Their hit 
points, though not as high as fighters, 
are still good. The restriction on the use 
of edged weapons is only a disadvan- 
tage when fighting large opponents. 
Against small or medium ones a mace 
does the same average damage as a 
long sword — 4.5 hit points. The cleric is 
not a meek and mild priest but a skilled 
warrior with spell abilities capable of 
holding his or her own in a melee. 


The Wandering Cleric 
If clerics who leave the temple to enter 
the world as adventurers travel far the 
area where their deity is worshipped 
may be left behind and they will find an 
area where their religion is not recog- 
nised. Here, the cleric will not be so 
respected. Indeed, the cleric may just be 
another representative of one of many 
religions all trying to gain converts. How 
many deities there are is to be deter- 
mined by individual DMs, either from 
Deities and Demigods, magazines, or 
created specifically for a campaign. It is 
important that each alignment is rep- 
resented and that spheres of influence 
exist, eg Thor, God of Thunder or Loki, 
God of Mischief, Strife and Fire. 

In AD&D religions are not often 
antagonistic unless they are of opposed 
alignments. Clerics should be willing to 


work with clerics of other religions 
unless their views class greatly. Good 
clerics are unlikely to work with evil ones 
but there is no reason why good clerics 
of different alignments cannot work 
together for their own ends. 


Wisdom 

In any party clerics will tend to be the 
wisest members. In game terms a 
cleric’s wisdom takes the form of extra 
spells, in recognition of their ability to 
use them wisely. High wisdom also 
gives increased chances of withstanding 
magical attacks which affect the mind. 
Against charms, illusions, holds, etc, a 
wisdom of 15+ gives bonuses on saving 
throws. 

Wisdom is also the possession of 
experience and knowledge coupled with 
the ability to use them critically or practi- 
cally. It includes judgement, enlighten- 
ment, will power, wile and intuitiveness. 
Cleric characters should strive to portray 
these characteristics in play. An obvious 
way to do so is to follow the advice in the 
Players Handbook [PHB] on successful 
adventures. 


Divinations 
Divinations are useful as they provide 
information about the unknown. The 
more knowledge a party possesses the 
more able it is to succeed. 

Grouping a party around similar 


‘Well, priest, is the blasted sword 
magical or not?’, cried the brawny 
warrior. ‘Silence, ungodly one; 
first | must pray to the Holy One 
for the power, to sense the pre- 
sence of a sorcerous aura.’ 


beliefs helps create co-operation and 
trust; a group of good characters are 
more likely to work well together if they 
know that everyone is good, than if they 
suspect evils or neutrals among their 
numbers. This is not to say that neutrals 
cannot mix with goods but that the risk 
is lessened if the neutrals are known. 
Clerics of 3rd level or higher can see 
where each member stands with a know 
alignment. The cleric’s alignment 
should be no secret if they are preaching 
the beliefs of their religion so the cleric 
should acquaint his or herself with the. 
other character's alignments. This can 
be done straight forwardly in the form of 
a ‘confessional’, or possibly discovered 
by more devious means. It is quite pos- 
sible that those who will not submit to 
this examination have something to 
hide. A know alignment lasts for one 
turn and so can be cast prior to meeting 
those to be checked, if this can be 
arranged. Careful appraisal of each 
member could well save lives later. 

The idea of vetting by clerics may be 
abhorrent to players and DMs alike, but 
if the cleric is to be played to full potential 
he or she will strive to do so. Obviously, 
a cleric who finds him or herself in the 
midst of differing alignments is going to 
have a problem. 

Some DMs are wary of the use of 
know alignment particularly where Non 
Played Character [NPCs] are involved. 
Rightly they assume that encountered 
characters are not going to take kindly to 
being subject to the spell. NPCs are not 


going to stand idly around while the 
cleric chants and gestures in an obvious 
spell casting ritual. The spell is just not 
what players wish it to be; it can be used 
on NPCs if the players are careful to set 
up the situation, used on a whim itis eas- 
ily countered. 

On adventures divinations are very 
useful. Detect magic can be used to dis- 
cover hidden or subtle magic and for 
determining which items of treasure 
are magical. Many times players can 
overlook magicitems. A Cloak of Protec- 
tion looks no different to a normal cloak. 
Its magical nature is usually discovered 
by a detect magic spell. 

Detect evil can be used effectively to 
locate evil creatures and objects. Its 
range of 12” gives plenty of warning and 
its duration of 1 turn plus 2 turn per level 
makes it worth using. The DMG alters 
the power of detect evil as presented in 
the PHB, Using the DMG alteration, evil 
can only be detected in characters of 8th 


or higher level and in powerful monsters 
— vampires, wights, demons, devils, or 
good in shedu, ki-rin etc. So when evil is 
detected on an adventure you know that 
itis evil and not a lowly kobold out for a 
stroll. Evil objects still radiate evil as 
before. 

Augury is useful when the party has a 
clear idea of what they are going to doin 
the next half hour. When wonderin 
whether to go through a wizard locked 
door or down a flight of stairs it gives a 
reasonable appraisal of the outcome. 
Auguries which misfire are a problem 
but the odds are in the cleric’s favour. 

Find traps lasts for three turns so itcan 
be used for more than one area. Its abil- 
ity to pinpoint a trap exactly is of great 
benefit. 

Higher level divinations provide infor- 
mation of a more specific nature and 
should be used whenever possible. Divi- 
nations are a major part of acleric’s 
powers; the cleric who does not use 
them regularly is just not functioning to 
the best of his or her abilities. 


A Growing Religion 

For the cleric determined to increase the 
power of his or her religion the obvious 
course is to gather acolytes around him 
or herself, the sooner the better. As the 
rules stand this poses a problem. In 
order for the cleric to gather acolytes he 
or she needs to advertise for henchmen 
around a town or city just as other 
characters do. But what good reason is 
there for ill equipped acolytes to be wan- 
dering away from the temple. Most aco- 
lytes that leave (apart from player 
characters) will be sent out with an 
express purpose in mind. What would 
be more realisticis forthe clericto return 
to the home temple after proving him or 
herself successful and request of the 
High Priestess or Priest that he or she be 
allowed to oversee the development of 
some young acolytes. Money payments 
to the temple can be made commensu- 
rate with the costs of finding and hiring 
henchmen. A restriction can be put on 
the number of acolytes available as 
these will not be unlimited. Remember, 
although only first level, acolytes have 
already undergone a period of training 
and initiation into the religion, a process 
that takes years. 

The cleric calling personally at the 
temple for acolytes should be subject to 
reaction throws, clerics with low 
charisma may well be told where to go 
when they come calling. This system 
provides a more logical placement of 


My Lord, | have spread the word 
of the Holy One in distant lands. 
Now | have returned and | ask 
you for followers, so that | may 
set out again and founda temple. 


potential clerical henchmen without 
altering the balance of the game. It does 
not mean that wandering acolytes will 
not exist, only they will be in a minority. 


Choosing the Path 
This article is not intended as an inflex- 
ible guide for clerics. Just how far these 
suggestions are taken will depend on 
the deity being served. The gods and 
goddesses which comprise a pantheon 
in a campaign will have the final say in 
how individual clerics behave. Different 
deities have different interests and 
attitudes, even those of the same align- 
ment may not have the same interests 
and could have quite diverse ones 
according to their sphere of control. 
Clerics will not be all the same. Some 
players may not wish to take a major role 
in decision making viewing their religion 
as a subtle influence, others may wish to 
preach incessantly to the annoyance of 
other party members. The most impor- 
tant thing in acleric’s life is his or her 
religion, they should know what their 
deity stands for and define for them- 
selves how they will put this into practice. 
The clerics should not be a meek and 
mild healer, content to play only a sup- 
portive role. The cleric is an advocate of 
his or her religion, a warrior fighting for 
what he or she considers right. Above 
all, clerics should be confident charac- 
ters unswerving in their devotion to their 
god and goddesses, willing to leave the 
safety of the temple to further the cause 
both financially and spiritually. 


The WATCHERS of WALBERSWICK 


A Call of Cthulhu Adventure for Inexperienced to Intermediate Investigators, set in England, 1934 


by Jon Sutherland 


Investigators’ Information 

The players are all associates of the Bedford Archaeological 
Research Society (henceforth BARS). The Society has been in 
existence for some five years and has had signal successes on the 
Ivory coast, Mexico and Turkey. The investigators are hoping to 
become full members and obtain places on the Society's biggest 
expedition to date; an extended visit to Peru. The players are asked 


to attend a briefing in the Society lounge by J A D'Arcy BA (Hons), 


The Briefing. Professor Oliver Wayland (attached to the Depart- 
ment of Archacology and Anthropology, London University), a 
BARS member, was recently looking for a comfortable cottage to 
slip away to. Whilst staying at the Coach and Horses, Walberswick, 
he visited a much forgotten local museum in the village. Amongst 
the impedimentia of the farming community, a small, but impres- 
sive collection of rocks and fossils caught his attention. He was par- 
ticularly intrigued by a bone, which appeared to be from some crea- 
ture’s leg. Baffled and annoyed, he could not readily identify the 
bone. Staying only over the weekend at the village he had no time 
to enquire as to the supposed nature of the bone, The curator was 
something of an abrasive old lady who could not or would not assist 
him so the Professor would like the bone investigated. D’Arcy 
believes that it is probably nothing special and in his opinion should 
not take more than a couple of days to sort out. He gives the group 
train timetables, and says that rooms have been booked in the 
Coach and Horses. He reminds the group that they are being 
judged for their merits in this and that a speedy conclusion will bode 
well when the selection panel meets to decide the Peruvian trip. 
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Keepers’ Information 

The bone itself is the foreleg of a Deep One, found by Reginald 
Kreigh, now quite mad after two encounters with the aforemen- 
tioned beasts, Successful detective work will lead the investigators 
to the discovery of a lair of Deep Ones in the process of abandon- 
ment. The death and subsequent property disposal of the owner of 
Great Dingle Farm, in fact a Deep One, after his mother had been 
carried away by them for breeding purposes, caused awkward prob- 
lems for the settlement. Simon Franklin (deceased) had owned land 
near Walberswick and had left it untouched in order to prevent any 
building near the Old Town Marshes. Through this route the Deep 
Ones traditionally gained access to the town and its inhabitants. 
Some thirty years ago, the Deep Ones home had suffered an unfor- 
tunate accident when a fishing trawler ran aground on the sand 
bank of the coast and ruptured the roof of their caves. The under- 
ground system was all but submerged in water. Whilst repairing, 
Reggie and some friends stumbled upon a boat being used by 
Franklin and four Deep Ones. Reggie got away with a bone he had 
used to fight off a Deep One, and finally the bone appeared in the 
museum, forgotten and now unimportant. An attempt was made to 
silence Reggie's ravings, but a harmless nut is not really a threat. 
Then the Franklin's plots were purchased by the County Council, 
threatening the safety of the group. Hence the decision to abandon. 


General Information 
Population of Walberswick: 150 approx. All buildings are of typical 
period design; mostly simple structures, of between 10-80 years old. 

1. Stonehouse Museum. Large three story building with courtyard 
to rear and east. The yard is littered with old rusty ploughs and 
suchlike, nothing of any note. The museum is locked and always 
looks closed. By ringing a bell, Miss Caroline Eccles, the curator, 
will brusquely ask the player's business. She will let them in and dis- 
appear into her private rooms telling them to knock when finished. 
She will say she is too busy to help. A tedious look at the exhibits 
will lead the players to the second floor where they will find the 
Fossils and Rocks section, and the bone case with several other 
items of no interest, A card says it was presented to the Museum by 
Colonel C H G Swann, dated 9th December 1922. Miss Eccles will 
allow a closer inspection of the bone if pressed and a successful 
Palaeontology roll will indicate that this is indeed from no known 
species. Another successful role will reveal that the creature was 
about 5 feet tall. Closer examination requiring a sample and 12 
man day tests with microscope and chemistry skills will conclude 
that the creature died approximately 40 years ago, If the book 
department is viewed then a library use roll is required to find: 

Southwold Gazette, Dated June Sth, 1892. TRAWLER RUNS 
AGROUND ON FRERES BANK. Small fishing vessel stuck on 
sand bank. Harry Cripps the captain sustained a broken leg. Three 
ships from Southwold needed to tow her to safety of the River 
Blyth. One of the crew who was on watch at the time states that his 
attention was caught by a large fish heading toward land, 

Southwold Gazette. Dated July 2nd, 1892, FISHING TRIPPERS 
ATTACKED BY UNKNOWN ASSAILANTS. The Saucy Lass a 
Walberswick registered 18 footer owned by Lows Boat Yard, and 
chartered by 4 Southwold clients was allegedly attacked by reptiles 
off Freres Bank yesterday. Three are missing. A survivor, Mr 
Reginald Kreigh of Southwold, is being questioned by the Police. 

2. St Mary’s Church and Vicarage. Father Roland is rather fat and 
pompous but his heart isin the right place. He took up his post after 
the death of the aged Father Chambers, back in 1922. He can offer 
no real assistance. save the diary of the late father. An entry for July 
4th, 1892 reads: ‘Reginald Kreigh, parishoner of St Jude's, South- 
wold. visited me today ina state of high anxiety, He claimed many 
incredible things. including the existence of fish like creatures 
of the sand banks near the river Blythe. He claimed to have had a 
terrifying encounter with these creatures again 2 days before and 
was so frightened that he has not spoken to a living soul. I believe 
the poor man to be quite mad and have encouraged him to seek 
medical as well as spiritual assistance.” 

3. Coach and Horses Public House. The proprietor, Mr Mcbriar, is 
friendly enough. The investigator's have comfortable rooms on the 
2nd floor which are sparsley furnished but adequate. They can 
obtain cooked meals and out of hours drink readily. The staff con- 
sist of his wife Margaret, a part time bar man and two local women 
who act as cook and chamber maid. 
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4. P C Bertram’s House/Police Station. A typical bicycle-riding vil- 
lage bobby. Known locally as “Tubby’, this portly soul is painfully 
straightforward and honest. He does every thing by the book. A 
successful Fast Talk roll will convince him to let you have a look at 
his files and arrest records. 

1. R Kreigh — drunk and disorderly July 8th 1892, August 1894, 
February 1897. 

2. Person missing, 3 residents of Southwold (Southwold police 
have details). Dated July 5th 1892. 

5. Southwold Times and Print Shop. Mr Farrell is editor and owner 
and will be only too pleased to allow you to look at the back issues 
of his paper (formerly The Southwold Gazette). See Stonehouse 
Museum library information for details after a successful Library roll. 

6. Doctor Winstanley’s House and Surgery. The Doctor inherited 
the practice from his father, the late R Winstanley, They were very 
similiar in aspect and appearance. If talked to, the following may 
be divulged: 

Colonel Swann. Death cerificate, died natural causes 9th 
December 1922. The doctor will add that Swann was the owner of 
Great Dingle Farm and several notable houses and sites in the area. 


Cavern Entrance 
Bilge Pump 


After his death, having no children, the estate was run by executors 
for four years until a gentiman named Simon Franklin successfully 
produced documents to support his claim as a long lost son. The 
mother had disappeared some thirty years ago after having been 
spurned by the Colonel. 

R Kreigh. Numerous entries for minor aliments. Also contained 
are details of Kreigh’s committal papers to the Bulchamp Asylum. 
Dated July 10th 1892. Released August 1894. His paranoia had 
improved to such an extent that the authorities decided he would 
be little more than a nuisance when released. He has been philan- 
thropically seen to by both the father and son of this practice. 

7. Lows Fishing Tackle and Boat Hire. Peter Low owns the boat- 
yard situated in the small inlet off the River Blyth. His operation is 
aramshackle affair but obviously successful; it is very popular with 
local anglers. The investigators may hire a vessel from this estab- 
lishment. A successful bribe and Fast Talk will induce him to show 
you his records, when the company was run by his father. 

The Saucy Lass. Booked out to four Southwold men, one of 
which was R Kreigh. The vessel went missing, indeed no trace has 
ever been found, nor of the people onboard except R Kreigh.[> 


THE WATCHERS OF WALBERSWICK 


8. Matthew Steddon House. Matthew Steddon is Reggie’s nephew. 
He thinks his uncle is raving mad, but looks after him as best as he 
can, Matt is unemployed and he will be at home most of the time 
making nets to sell to Lows. He will tell the investigators to leave 
his uncle alone. A Fast Talk and assurance that no harm is meant 
to Reggie will induce him to tell the players where Reggie lives. He 
prefers not to believe Reggie's story. 

9. Mrs Kebbels Shop. In the midst of boring trivial gossip 
Mrs Kebbel will tell the following: 

1. Reginald Kreigh (Reggie) lives in Walberswick. 2. Colonnel 
Swann’s son acquired several acres of land near the village, all of 
which has been compulsorily purchased by the County Council 
since. 3. Reggie often sleeps near the beach. 4. Strange creatures 
are thought to stalk Old Town marshes. 5. Sometimes eerie lights 
are seen out to sea near Freres Bank. 

10. Reggie’s House. Small house within easy walking distance of 
the sea. Reggie will be there 60% of the time during the day, and 20% 
of the time in the evening or at night. Otherwise he will be aimlessly 
wandering the beach or the outskirts of the marshes near the sea. 
The house itself is unremarkable. See Reggie’s Story and his stats 
for further details. 

11. Steve Franks House. He lives directly opposite Reggie and 80% 
of the time will be in his front garden. He will tell Reggie’s callers 
whether he is at home or not. He knows nothing and is little but an 
interfering busybody. He will attempt to follow the investigators 
should they go anywhere on foot from Reggie’s. Stubborn and 
stupid, he will attempt to conceal himself in the most obvious way. 
He should be used for annoyance value. 

12. Great Dingle Farm. Accessible through a footpath from Hoist 
Covert or by road leading up East Hill and then by track to the 
farm. It is deserted and overgrown except for an old and ugly man 
who will appear from one of the outbuildings. He will approach the 
investigators. There is a strong fishy smell about him and he will 
keep his face downwards revealing the scabrous marks on his neck. 
Anyone getting a view of his face will have to save versus sanity or 
lose 1d6 SAN. He is suffering from advanced stages of Deep One 
transition. His name is John Leigh and was one of the members of 
Reggie’s crew from the ill-fated trip of 1892. If Reggie is present he 
will recognise John and automatically lose 1d20 SAN. Leigh will 
fight if attacked but will not harm Reggie; if trapped he will attempt 
to get to Dingle Hill and then into the marshes where he will lose 
the investigators by swimming away down the Dunwich River. 
Being almost all Deep One he can outswim anyone but the 
strongest. If captured, a successful Fast Talk will make him reveal 
the following: 

1. That he is related to Colonel Swann’s wife’s family. His wife was, 
in fact, a Deep One. 2. He was the one who attempted to talk to 
Reggie but is too frightened to go into Walberswick. 3. The Deep 
Ones below Freres bank are in the process of uprooting and leay- 
ing, and if sufficiently convinced he will take the investigators into 
the caverns to prove they aren’t malevolent. 


Reggie’s Tale (to be read to investigators). 

‘Johnny Leigh, Bob and Ian Carter and Meself hired the Saucy Lass 
from Lows for a weekend fishing. I remember we'd been out for a 
whole day and caught nought but a few tiddlers when Bob 
suggested we try the approaches to the Blyth. We could see the 
lights on the pier and the jetty alright, but I saw a light further 
upshore. It was near Freres Bank, where only a month before a 
trawler had run aground, so we thought we'd have a look and see if 
anyone was in trouble. As we got closer we could make out a small 
boat anchored right on the bank with four or five shrouded figures 
onboard, Johnny shouted but they didn’t even look up. As we got 
closer we could hear a strange murmuring, and when we mathe 
alongside they looked up at us... it was horrible — one of them was 
human, the others... well, like fish they were, all scaley with white 
bellies, Then two of them sprang overboard and disappeared. I was 
gripped with fear and screamed in terror, lost my footing and fell 
into the water. I splashed about a bit and then one of the things was 
swimming real fast towards me. I turned and swam onto the bank, 
and stood up to run. Then it reared up and I ran but fell through a 
hole I hadn't seen. I fell about ten feet into a clammy, cold and 
damp cavern. On the floor was all bones and things scattered about. 
Above me I could hear scrambling and one of the things jumped 
down after me. I picked up some bone and swung at it as it was get- 
ting up. I bolted down the passage behind me — I didn’t dare look 
to see what it was doing, I just ran and ran. Soon I couldn’t run any 
more and, it fell really silent. I stood up and kept walking along the 
passage until I could see a light along the passage in front of me and 
smell fresh air. | came out of a crack ina rock near the beach by the 
Dunwich river in the marshes. Looking out to sea, I could still see 
the little boat making for the pier. It looked like only one person 


was in it, there was no sign of our boat, nor my friends. Too 
frightened and exhausted to do anything, I fell asleep. 

When! woke up I ran into town straight to the police who just didn't 
believe me. So | went to see Father Chambers but he just humoured 
me. I felt | was going mad — all that torment and frustration. Why 
didn’t anyone believe me? And that’s not all — coming home from 
the pub some four months later this thing loomed out of the dark- 
ness at me... it was Johnny, all scaly. I ran off into the marshes 
pretty sharpish, I can tell you. I did not go home for several days 
after that—I just lay near the hole in the rock just forte vente 
ally, a policeman came and took me off to see Old Man Winstanley. 
Him and his friend from Southwold asked me a lot of questions until 
they signed this paper saying I was mad. They packed me off to the 
Bulchamp asylum. I got out in 94. I still watch for them, you know, 
and sometimes I see a light out near the bank, but I’m not sure. 
Anyway no-one believes me.’ 


Keepers’ Guide 
Reggie should be hard to find, at first. There should be a 25% 
chance that any inhabitants will refer to Reggie. The Deep One’s 
caverns are in the process of being abandoned, since the impending 
building of houses on the Franklin land. The population has not 
prone amongst the Deep Ones to any extent. At anytime there may 

e 2-10 creatures in the caverns. Dagon (the God of the Deep 
Ones) has decreed that they withdraw from the area; they have 
been tardy and for each day, after the first two there is a15% 
chance it may be deserted for good, rising to a 60% chance after 10 
days. They have stolen the pump from the Saucy Lass to keep the 
caverns relatively dry, the remains of the rest of the ship can be 
found as timber supports holding up the cave roof in the rickety 
places. 

If the investigators go into the caverns with a view to destroying 

or defiling the caverns, the Deep Ones will fight back — otherwise 
the Deep Ones will just try to escape, as they feel outnumbered. 


Concluding the Scenario 

The investigators should succeed if they can obtain positive proof 
of the nature of the bone. This could mean the capture, dead or 
alive, of a Deep One, or perhaps a photograph. If the investigators 
go too far up a blind alley then a direct mention that R Kreigh and 
Reggie are one and the same will help. It should be noted that the 
village is close knit and protective, even extending its hand to the 
outcast Reggie if he is roughly treated in any way. 1d10 villagers of 
unremarkable stats should come to his aid if applicable. In any 
event the policeman would not look kindly on outsiders interferring 
in his quiet little village. 


STATS 
Name STR CON SIZ INT POW DEX CHA SAN EDU HP AGE 
CarolineEccles 8 9 1S 
FatherRoland 10 9 
Mr McBriar 12 
PCBertram 14 
Mr Farrell 9 
Dr Winstanley 10 
Peter Low 14 
MattSteddon 15 
Mrs Kebbel 
Steve Franks 
Reggie Kreigh 


Deep Ones 
SIZ INT POW DEX HP CLAWATT DAM 

John Leigh 8 8 30% 2d6 
Deep One | ll 35% 2d6 
Deep One 2 : 7 25% 2d6 
Deep One 3 9 30% 2d6 
Deep One 4 10 55% 2d6 
Deep One 5 8 25% 2d6 
Deep One 6 7 40% 2d6 
Deep One 7 11 30% 2d6 
Deep One 8 8 25% 2d6 
Deep One 9 9 30% 2d6 
Deep One 10 13 35% 2d6 


Final Note 

The investigators should be urged not to use firearms, if possible 
not sary them, bearing in mind the operation on which they are 
engaged is seemingly a peaceful one, and that the availability of 
guns should be restricted and indeed frowned upon by the 
authorities. 

An alternative for more experienced investigators could be to 
make nearly all the inhabitants in various stages of becoming Deep 
Ones, and thus all potentially hostile and unco-operative to any of 
the investigators endeavours.0). 


RuneRites is a regular column for 
RuneQuest, edited by Oliver 
Dickinson. This issue, machines 
in RuneQuest. 


RUNEQUEST 
HARDWARE 


by Dean Aston 


The Mostali are the major machine-users 
in Glorantha, and display considerable 
hostility to members of any other race 
(normally the human) who become too 
scientific or technologically inventive 
[See Different Worlds 24], but they are 
unlikely to object to simple devices such 
as those sugested by Dean. 


The Hollow Panel Detector. A 30 x 20 x 
10cm wooden box, with a very basic 
clockwork system producing a steady 
clicking sound. The box is held firmly 
against a wall — or a floor-panel; if the 
panel on which the instrument is placed 
is hollow, the pitch of the clicking will 
change. Its use is limited to wood, metal, 
or stone less than 72cm (3”) thick, and is 
intended to supplement Spot Hidden or 
Spot Trap against such panels only. GM's 
should decide on the exact advantages 
and limitations; as a rough guide: These 
machines are made with half Lock-Mak- 
ing skill. Someone skilled in their use 
gains +50% to Spot Hidden, someone 
who has only general knowledge of them 
gains +20%. Their cost is 400L, their ENC 
2 (Possibly slightly high, but they are quite 
bulky. | would expect Lanbril cultists to 
have access to this device, [see Pavis: 
Common Knowledge pg33-4] —OD). 

The Potion Tester. A collection of spe- 
cially treated substances used to deter- 
mine potion-types. It consists of a 
wooden container holding 12 ‘weights’ 
on a string, 4 of which are bronze, 4 skin 
and blood, and 4 plant and animal mix- 
tures, all treated, Each weight is usable 
once only, and they are too small to be cut 
in half by inventive adventurers! After 2 
months they are 20% likely to give incor- 
rect results due to spoiling , the likelihood 
increasing by 20% more for every further 
2 months unused. PC’s must either be 
able to read the instructions, or get some- 
one to read them. 

The bronze weights give off bubbles 
and a hissing sound when placed in acid 
of potency 6 or more, 95% of the time; 
they work in acid of potency 5,70%, in 
potency 4,45%, and in potency 3,20% of 
the time. No indication of the potency is 
given, and they do not work at all in acid 
of potency 1-2 or any other liquid. 
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The skin and blood weights go black 
95% of the time when placed in Blade 
Venom of potency 6 or more, and work on 
lesser potencies to the same degree as 
the bronze weights. The plant and mineral 
weights react with Manticore, Wyvern, or 
Spider poison by dissolving; again, this 
works 95% of the time (potency 4 - 60%, 
potency 3 - 30%), and grey in mineral 
poison on the same pattern. The tester 
costs 200L and is 1 ENC. 

The Ear Trumpet. Used to aid the Listen 
skill; itis merely a wide cone whose nar- 
row end is placed in the ear. The usual 
sort is bent and 30cm long, with a 20cm 
opening, and adds 20% to the Listen 
skill. (/ would not have thought so much, 
at least in the open air, but I’ve never 
used one! —OD). Its cost is 15-20L and 
ENC \”. 

Thieves’ Fingers. These are thin metal 
or wooden flats about 15cm long; one is 
tied to the fore and middle fingers, and 
one to the thumb. They increase the 
chance of a successful Pickpocketing 
and lessen danger from booby-trapped 
pockets. The increase in Pickpocketing 
skill is about 15%, but the user must at 
some time have paid for a 5% increase 
in the skill while using the device; once 
this familiarity with it has been estab- 
lished, it need never be renewed. The 
cost is 10L, plus the cost of this training, 
and the ENC of the two objects is 4. 


Excitedly, Wulfric Stormrider 
pulled back, removing the Ear 
Trumpet from the door. ‘Definitely 
sounds like the vile chattering of 
Chaos to me, lads. Right, let’s get 
in there and SMASH!’ 


Magic Talisman. This is a small but 
thick talisman of metal with a gold- 
coloured engraving and a very promi- 
nent button on the front, with a red cloth 
heart stuck on the back. When the button 
is pressed, whether the incantation on 
the frontis read or not, a powerful spring 
sends a dart out of a hole in the back (co- 
vered by the cloth heart). Anyone wear- 
ing the talisman will take 1d6 damage if 
the machine works; roll d100 against the 
Lock-making skill of the person who 
made it. Alternatively, if someone 
knows about its properties, they can use 
it as a last defence; after rolling to see ¢ 
whether it works, test the Crossbow abil- 
ity of the person using it, and if both suc- 
ceed roll damage at 1d4 (not 1d6). The 
range is 10m, the cost about 250L and 
the ENC 14; the inscription on the front 
reads, ‘Press and shout to the spirit, 
Lightning strike my enemies’. 

The Nunchaka. (The nunchaka is a 
weapon rather than a device, but only 
one familiar with the object would rec- 
ognise itas such. Anyway, this seems an 
appropriate place to present Andrew 
Brice’s adaption of it to RQ—OD). 
Ifthe nunchaka makes a Crush hit thatis 
parried, it curls around the defending 


weapon and scores a normal damage 
hit, but does not become entangled. It 
cannot do this to shields. If an opponent 
attacks with a fist or dagger, or some- 
thing of similar size (eg a broken bottle), 
and is parried, an entangle may be 
attempted, which will succeed on a roll 
of attack percentage. The wrist is caught 
and 1d6+2 + any damage bonus is 
instantly inflicted on the arm, and 
repeated each round thereafter. Plate 
will prevent this damage 50% of the time 
(no more because plate does not cover 
much of the wrist), all other armour is 
ineffectual. If a kick is similarly caught 
the damage is inflicted on the leg and the 
attacker automatically falls. If an attacker 
uses a hafted weapon and is parried, an 
entangle may be attempted on the 
weapon, if it is successful the nunchaka- 
user may immediately execute a kick. 
(These entangle attacks may only be 
attempted if the user has an attack 
remaining). On the next round the nun- 
chaka-user may do one of the following: 
1. Try to pull the attacker's weapon from 
his/her hand, on a successful STR v STR 
roll. 2. Make another kick attack. 3. 
Release the weapon and make a nun- 
chaka attack. The attacker cannot use the 
freed weapon this round, but may do 
one of the following: try to free the 
weapon (requiring STR v STR); make a 
kick attack; release the weapon and 
draw another; use a weapon held in the 
free hand. 

Because of its high speed a hand- 
block to the nunchaka means that dam- 
age is inflicted on the arm of the blocker, 
but it does not damage a blocking 
weapon. As a weapon the nunchaka 
should not be very common, even in an 
Oriental milieu. Masters of its use 
should be even more rare, and training 
might only be available from Oriental- 
style cults or monasteries.0 
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OUTSIDE THE CITY 
Standing in front of the gates are 
the Guardians of the City, estab- 
lished here while Tirandor was 
still a great power, to prevent 
anyone from entering who does 
not know the correct way. Only 
Bitranthaa is left who still knows 
the correct way. Thereis no other 
way in except through this gate. 
The Guardians are totally and 
utterly impervious to all magic of 
any kind whatsoever, even to Bit- 
ranthaa’s illusions. He, of course, 
is not bothered by them; he never 
leaves Tirandor, and even if he did 
he would know the correct way to 
re-enter — in fact they perform a 
pretty useful service for him — 
always assuming that anyone 
could ever get this far 


GUARDIANS OF THE CITY 


Armour Class: 2 

Move: 12” 

Hit Dice: 9 

Attack: 1for1-12+5 


Magic Resistance: 100% 
Intelligence: Average 


Guardians are 9ft tall and wear 
black armour. Their faces are hid- 
den in the shadows of their great 
helms. They wield two-handed 
broadswords in one hand, a large 
shield in the other. Although 
impervious to all magical attack, 
this does not mean that players 
cannot use whatever magical 
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Last issue took the players to the gates of the City of Tirandor. 
Now Part 2 of this AD&D scenario continues exactly where 

— _ left off. This adventure can only be played after Part 1, 
in 49. 


The Key of 


TIRANDO 


Part 2: Inside the Lost City 
by Mike Polling 
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defences against physical attack 
they may possess. The Guardians 
can see invisible beings. They 
always wait to be attacked, or at 
least for someone to attempt to 
open the gates — which in itself 
constitutes an attack in their eyes. 
They never sleep. They do not 
speak and will not kill unless by 
accident — ie although not trying 
to kill they won't soften their 
attack or their blows in combat. If 
they put someone down, they will 
allow his companions to take him 
away. They fight one-to-one: two 
of them will never attack a single 
enemy. To one side of the Guar- 
dians, but behind them, lies a pile 
of treasure which has been taken 
from those who have tried to get 
through before and have died in 
the attempt. A picturesque little 
pile of human bones is scattered 
around on the ground before the 
Gate. Treasure: 28000gps; 
46250sps; 18 pieces of jewellery, 
values (in gps): 1200; 2110; 3260; 
50; 280; 30; 7700; 1320; 50; 80; 
4000; 5280; 130; 90; 420; 50; 8300 
Complete set of +2 Armour, +5 
Battleaxe; Scarab of Death 


INSIDE THE CITY 

After the party has killed the Guar- 
dians, at a touch of the (still 
incomplete) Key the doors will 
open silently and remain forever 
open. Revealed to their wonder- 
ing eyes is a majestic and beauti- 
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ful city, with gleaming towers that 
seem to touch the sky. Itis entirely 
white, pure white. Its numerous 
inhabitants are wandering about 
their daily business almost 
noiselessly, and do not seem in 
the least interested in the party 
They are all remarkably beautiful 
people. There are shops and 
taverns, and the party may do as 
they wish— provision themselves, 
have a drink in a tavern, etc. The 
inhabitants will serve them, speak 
pleasantly to them; nowhere are 
there any signs of violence or dis- 
order. Everything is peaceful, it 
seems a ‘haven of tranquillity’ 
The inhabitants will talk about 
anything the players care to talk 
to them about — but any attempt 
to question them on history or on 
the subject of their quest will 
result in vague, imprecise 
answers that get them nowhere. 
The general attitude conveyed by 
these people is that nothing much 
matters, certainly not those sub- 
jects in which the party is most 
interested. In fact, they are all illu- 
sions, souls that Bitranthaa has 
trapped inthe same way as he did 
those of the Anak. Any food or 
refreshment the party takes is ac- 
tually unreal, although it will seem 
to them that they are really eating 
and drinking, but their hunger and 
thirst will not go away. In this city, 
in the heart of Bitranthaa’s 
domain, simply disbelieving will 


not work; they are in the city, and 
so are caught up in the illusion. 
There is no such thing as money 
here; everyone takes whatever he 
wants, and no-one minds. The 
people are peaceful, and they 
don’t question anything. They 
believe that they are ruled by the 
Prince, although they've never 
seen him, and they know he lives 
in the Palace, although they don't 
know where it is. Any character 
who flies up into the air will only 
see the city all around him, every- 
where nearly the same. No sign of 
the Palace — and no signs of the 
Walls or the Gates, which the 
players will not be able to find 
again if they wander away from 
them. If asked questions they 
can't answer, the inhabitants will 
be mildly interested in the prob- 
lem, but not really concerned. 
They may be attacked and killed 
without offering any resistance; if 
wounded, they will still remain 
quietly friendly with their attac- 
kers. When killed, gratitude and 
relief can be seen on their faces, 
Atsome point, a messenger with 
flowing grey hair and white robes 
will come to find them. He tells 
them that the Prince of Tirandor 
has heard of their entry into the 
city and would wish to speak with 
them. They can of course refuse 
to go, and the messenger will not 
press them. Periodically he will 
return and repeat the invitation. 


Eventually, of course, they will 

~ accept — there's nothing else for 
them to do. The Prince lives in a 
huge and magnificent Palace of 
unearthly beauty — the sort of 

_ beauty one only ever dreams of. 
‘They are met with much gracious 
Prince himself, who shows them 
to.some rooms and orders some 
‘servants to wait on them. 

this fantasy world —for that is 

what it is. The whole of Tirandor, 


is the only way he as been able to 
- fulfil his (originally sane) wish to 
recreate Tirandor, and The Prince 
is his dream-image of himself. 


The Prince 
28th Level MU/17th Level Fighter, 
AC4, HP195, Alignment: Neutral 


Evil. 

Str 18(00); Int 18; Wis 10; Con 18; 
Dex 18; Cha 18. 

Spells: He can produce any spell- 
effect he wants within Tirandor, 
because all are illusions created 
at his whim. 

Bitranthaa will make no reference 
to illusion or dreams — if ques- 
tioned on this point he will reply 
as if it is all real (which in a sense, 
to him, it is). He knows of every- 
thing that has happened to them 
since they entered the swamps — 
except the encounter with 
Aroyendis and the episode in the 
Anak temple (Part 1). He is un- 
aware of his lack of knowledge. He 
will impart as little information as 
possible about anything. 

The Prince could obviously kill 
the party at any time, but he is 
mad and will toy with them for 
minutes on end, causing walls to 
warp into grasping hands, the air 
to swim in hypnotic patterns, etc, 
if they attack him at once. He 
always remains most courteous, 
though, and if they attack him and 
then stop, or surrender, he will 
once again invite them for dinner. 
The servants show the players to 
separate chambers. There are 
baths in each of the rooms, and 
fresh clothes waiting for them — 
the standard long white robes of 
the Tirandorians, with a gold motif 
around the edge. The clothes fit 
perfectly —indeed, better than any 
clothes the players have ever 
worn before. In each room faint, 
soft ethereal music can be heard, 
with no identifiable source. If the 
players leave their rooms, they 
will find the corridor outside 
deserted. Wherever they go they 
find an endless succession of cor- 
ridors and locked rooms. They, 
will not be able to find their way to 
the entrance, nor to the rooms 
from which they come. They 
should not be allowed to draw 
maps. All the corridors look the 
same; they should have no sense 
of direction; behind them, cor- 
ridors turn into walls and doors 
vanish or appear — but only when 
they aren't looking. 

Some of the doors have small 
glass windows in them (getting 
into these rooms will be impos- 
sible), through which the follow- 
ing scenes can be seen: 

1. A beautiful woman, uncon- 
scious and dressed in rags, hang- 
ing in chains in a dank dark cell. 
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2. An elderly, grey-haired The Banquet 
woman panginoisy herneckfrom The messenger will escort them 
a gallows. into a huge eee ar Long 

3. A tall, old, distinguished- tables piled high with form 
looking man stretched onarack. three sides of a massive square, 

4. A handsome, powerful- the fourth of which is a wail with 
looking middle-aged man sitting two huge double doors in it. The 
onastoolinabare,white,evenly- tables are raised up off the 
lit room, staring blankly ahead of ground, with three steps leadin 
him. He doesn't move atall,but up to the raised area. In the mid- 
he can be seen to be breathing. die, directly opposite the double 


Looking closely, the players wil! 
notice an uncanny resemblance 
to the Prince. 

5. A half-human, half-animal 
creature in a dark cell with dirty 
straw onthe floor, crouched over, 
ripping sOmething to shreds. The 
object of hi$ ferocity is still moving. 

6. A number of small, purple- 
skinned goblin-creatures, armed 
with strangely intricate spears, 
engaged in a revolting blood- 
thirsty battle. Despite the injuries 
inflicted and the mounting pile of 
dead, there are always enough to 
continue the battle. 


7. An empty room, from which 
can be heard the sound of a voice 
laughing non-stop. 

8. A huge, dimly lit room con- 
taining hundreds of beautiful, 
scantily-clad women, all sleeping. 

9. Aroom swirling with freezing 
mists. As they part briefly, two 
figures can be seen half-frozen 
into a block of ice. One of the 
figures has his teeth buried in the 
other's neck and is gnawing away. 
The second figure is also alive. 
Finally they round a corner to find 
themselves faced with a huge 


fractured mirror, which reflects a | 


horribly distorted and fragmented 
picture ofthemselves. ~ 


None of the doors can be opened 
by any means whatsoever. As the 
players wander down the cor- 
ridors, they can hear the constant 
babble of many voices, at differ- 
ent pitches and intensities, mak- 
ing no sense whatsoever. (If the 
players later ask the Prince about 
all this, he will simply flatly deny 
any knowledge of the rooms.) With 
each scene, the players should be 
given the feeling that somehow, 
deep down, they recognise what 
they are seeing. The scenes arein 
fact fragments of the mad Bitran- 
thaa’s shattered psyche. 

After wandering for an indeter- 
minate period, the players turn a 
corner and find themselves back 
at their rooms. They will not be 
able to find their way back to the 
corridors they have just come 
from. In effect, what has hap- 
pened is that Bitranthaa has just 
remembered them. Outside the 
rooms, a messenger is waiting to 
take them into dinner. 


doors (through which the party 
enter), is a dais raised still further 
off the ground, with a richly 
embroidered canopy over it, 
where the Prince is sitting. 

All the other ‘guests’ are already 
there, and stare silently at the 
party as it enters. They are con- 
ducted to seats on either side of 
the Prince. He is a charming and 
witty host and is extremely 
interested in all they have to tell 
him. Throughout the meal, none 
of the other guests say anything 
at all — they just stare towards the 
Prince and the party, apparently 
merely going through the motions 
of eating and drinking. 


Standing just behind the Prince 
is an elderly, imposing-looking 
figure wearing chainmail anda 
long cloak, and holding an enorm- 
ous two-handed battleaxe. He is 
unlike all the other Tirandorians 
both in costume and looks; he is 
elderly and by no means as hand- 
some as all the others. He wears a 
permanent scowl and stands 
motionless for most of the time. 
Although he looks like a body- 
guard, the players should come 
to realise that he is actually watch- 
ing the Prince, not them. The 
Prince seems a little worried by 
this character, and occasionally 
darts a glance at him—almostas if 
seeking approval. At no point is 
the scowl lifted from his face. This 
is in fact the Prince’s Chamberlain, 
once Bitranthaa’s closest and 
most trusted advisor, now the 
embodiment of his conscience. He 
is almost completely powerless. 


During the meal, they are enter- 
tained by a series of remarkable 
illusions: the area enclosed by the 
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tables becomes a ape field, and 
flowers of unparalleled beauty, of 
poesia piece and scents 
spring up — can even see a 
rth sky with white clouds and 
feel the warmth of the sun and the 
cooling breezes. Birds chirp mer- 
rily. A vine grows up out of the 
round. A castle a rs in the 
istance. Riders on horses sally 
forth from it and engage ina hunt: 
hundreds of deer are slaughtered 
by this hunt. The sky grows darker 
and darker, the hunt gets more 


andmoresavage,moreandmore 
(okand, ose 


bloody, until the sight sickens 
them and they Can e@atno more {of 
course, on the other hand, itmight 
just increase their appetite, © 
depending upon character). The™ 
Prince, who had at the beginning ~* 
seemed quite at ease, enjoying 
himself hugely, as if he had a pri- 
vate joke to relish, now looks ill at 
ease, sweating, biting his lip, 
frowning, looking bewildered. All 
at once the hunt fades away, and 
we can see the castle again. Every 
thing is unnaturally still, claustro- 
phobic. The gates: of the castle 
swing slowly open, and a figure 
on horseback issues forth. He 
moves closer and closer, and 
everything gets darker and stiller. 
The Prince by now looks really 
worried. No-one can move. 

When the rider gets close 
enough to be seen — he is a huge 
warrior, on a huge horse, armed 
entirely in black, as is his horse, 
the Prince jumps up with astart.A 
door appears next to him, and he 
rushes through; as soon as he is 
through, the door vanishes again. 
Now the other guests have also 
disappeared, as has the room and 
the palace they were in, instead 
they are standing in the open 
countryside watching the rider 
approach. 

The illusions are created by the 
Prince Bitranthaa and were 
destined to kill the party in an 
entertaining fashion. The trouble 
is that Bitranthaa, although to a 
great measure in control of the 
illusions he creates is still notin 
complete control. No-one can 
control their dreams totally, as 
Bitranthaa is finding to his cost, 
for there are always impulses hid- 
den that one may not even be 
aware of, let alone able to control. 
Bitranthaa’s dream of power has 
tilted him towards insanity. Origi- 
nally it was a fine and noble 
dream: he wished to have com- 
plete power because he felt that 
he would be able to rule the world 
wisely and benevolently. He did 
not want it for itself, but for what it 
could bring mankind. Such power 
and responsibility was too much 
for one man. He became unable 
to distinguish means and ends, 
lost sight of his original purpose, 
until power became its own end. 
He was unable to find a reason for 
this, then became unableto finda 
reason for anything, and finally in 
despair abandoned reason al- 
together. He has already reached 
the stage of being unable to dis- 
tinguish truth and illusion, reality 
and dream. Parallel with this is a 
growing inability even to control 
his illusions, his dreams; different 
feelings are splitting away from 
each other and from him, are 
assuming different and indepen- 
dent beings, almost personalities — 
except that genuine personality>> 


runs fromit. The Black Rider is the 
combination of the destructive 


Armour Class: -1 
Movement: 42” 
Hit Dice: 85 points (15th 
level fighter) 
Attack: 1 for3-24+4 
Magic Resistance: 50% 
Intelligence: Very 
Alignment: Chaotic evil 


The 12ft tall Black Rider can see 
invisible beings — in fact he is 
aware of their presence even if 
they are behind him. His weapon 
is a battleaxe which he wields in 
one hand while carrying a mas- 
sive shield in the other. His horse 
is an appropriate size; it can’t be 
wounded or damaged by any- 
thing. The Black Rider can be 
wounded; but although he takes 
damage, it never looks as if he’s 
hurt until he finally dies. 

When defeated, he and his 
horse will simply vanish. Lying on 
the ground at the spot where the 
Black Rider disappeared is a small 
metal cylinder, pointed at one 
end; the other end fits neatly into 
the rest of the Key. It is the final 
piece: the Key of Tirandor is now 
complete. 


The Fortress of Dreams 
There is only one direction, now: 
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slowly shifts and changes. Now 
they are in a region of darkness 
and chaos, a dismal forest valley 
near a dark and gloomy lake. The 
castle lies before them. When 
they are quite close, they can see 
a pair of huge and intricate gates, 
behind which is a huge tree, 
reaching up so far that they can- 
not see its top. The gates wil not 
open unless the bearer of the Key 
them; then they will 
wing open quite easily. Through 
the gates is a courtyard, in which 
are vast numbers of people, all 
deformed in some way, some 
lacking limbs, some lacking 
heads, twisted and writhing, and 
allin great distress, moaning and 
GFeaning, but soundlessly. All 
that can be heard is a sound as of 
rustling leaves. To one side of 
these bodies is a huge loom, 
abandoned, decayed. 

The door to the castle is open. 
Everything is old and decayed, 
abandoned, but was once obvi- 
ously of very great beauty. After 
much wandering through dark 
and deserted corridors they 
finally come to a large room 
which is lit well, with lurid red 
flames from smoking braziers. All 
round, on the walls, are grotesque 
and distorted pictures of leering, 
grinning creatures, all basically 
human and yet quite obviously 
not. In the centre of the room is a 
crystal with a sleeping form inside 
it— an old, grey-haired man. 
Standing in front of it is the Prince 
who gave them dinner. 

He laughs somewhat insanely; 
and congratulates them for hav- 
ing got so far. He explains that 
now, unfortunately, he is going to 
capture their souls, and subject 
them to an infinity of torment. He 
points out that the figures they 
saw inthe courtyard are spirits he 
has previously enslaved. He ex- 
plains that the sleeping figure in 
the crystal coffin is Bitranthaa, 
that he is extending his domain 
into the real world and will soon 
subjugate it. He further tells them 
that he is the ‘Guardian of Bitran- 


thaa’s sleep’. 
Nothing the players do will 
have any real effect u the 


ect upon 
Prince. He will hurl illusions at the 
players, and here your own imagi- 
nation should come into play. He 
can warp the scenery, the sur- 
roundings, to be anything at all; 
but at all times, he remains in 
front of the crystal coffin. The illu- 
sions he throws at the players are 
easily dispersed; a wave of the 
hand will cause them to melt 
away. Sword-blows will feel as if 
they are cutting through empty 
air, and will dissolve several illus- 


on in vast and overwhelming 
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waves. Each time a player is 
touched, he loses a point of Con- 
stitution; if anyone gets down to 
0, he’s permanently destroyed, 
and his spirit joins those in the 
courtyard. It is at this point that 
Kastarys should remember the 
Rune he traced in the Anak temple 
(last issue); if he doesn’t 
remember it, a timely reminder — 
just at the last moment — would 
not be out of place. Bear in mind 
that the ‘last moment’ need not be 
Kastarys's; he should really ‘re- 
member’ the rune before anyone 
is entirely destroyed. 

When Kastarys traces this rune 
—ona solid surface, in the air—his 
finger leaves a trace of fiery green 
behind it. The Rune expands, tear- 
ing an ever-widening rent in the 
fabric of the dream, letting reality 
appear through it, until the dream 
they are in dissolves completely. 
As it does so, the Prince falls back 
with a horrible cry as he, too, is 
torn asunder by the Rune. 

The characters find themselves 
standing in the ruins of Tirandor, 
as reality takes hold. There is no 
sign of the walls or the people — 
just piles of rubble with occa- 
sional chunks of cracking 
masonry. A wind whips at their 
clothes and hair, raising clouds of 
dust. Nothing else remains of the 
city. Just in front of them, at the 
same distance as it was in the 
dream, is the crystal coffin. But 
now it is huge — 20’ long and 10’ 
broad. And it has been smashed 
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ory beings at once; buttheycome | 


open by some huge force and is 
quite empty. About a 200 yards 
away is a monstrous figure, its 
back to them. This is the Overlord. 
THE OVERLORD 
Armour Class: -2 
Movement: i 8 
Hit Dice: 9OHP 

(from 15 dice) 
Attack: 1 for4-32 
Magic Resistance: 55% 
Intelligence: Insane 
Alignment: Chaotic evil 


The Overlord is Bitranthaa as he 
is now, his physical degeneration 
matching that of his mental and 


moral faculties. He is completely 
insane — to the extent that he 
behaves now like a mindless, 
enraged beast. 30ft tall, its abdo- 
men and legs appear to be made 
of solid metal; its left hand is 
apparently made of the same 
metal, and terminates in three 
silver claws in the place of fingers. 
Its left arm and chest are covered 
in revolting greyish-black fur. It 
has pointed ears and slitted black- 
rimmed eyes with no pupils; its 
greasy, revolting hair ends ina 
barbarian pigtail. The effect is at 
once disgusting and terrifying; it 
acts as a fear spell (opponents 
save at +3-—only one save 
required). He can be hit only by +1 
weapons or better. He can see 
invisible beings; his hands hit like 
magic weapons (+4) and he can 
throw rocks and debris 10" for 3-30 
points of damage. He contains 
within him immense magical 
power — particularly now that the 
dream has been smashed, and he 
no longer needs to use most of his 
magic sustaining it. Owing to his 
madness, however, he is not cap- 
able of actually performing the 
procedures required to cast a 
spell. Instead, he releases this 
magical potential in the form of 
bolts of pure energy which leaps 
from his hands. In effect, treat 
these as /ightning bolts; he can 
cast these any time he likes, as a 
12th Level MU. 

This being spends some time 
wandering round blasting the 


and each time they have made it 
through to the end. Most ofthem, 
anyway. 

nce they have killed the Over- 
lord, the party will find that there 
are peaks above Tirandor — 
hitherto completely invisible, 
enshrouded in mist. These are not 
that much higher, and they can 
see a strange glowing in the sky; 
the clouds reflect this glow ina 
continuous succession of rain- 
bow-colours. The gems in the 
Key, too, start to glow with the 
same mysterious succession of 
colours. 

At the very top of the mountain 
—itis pretty cold up here—thereis 
a brightly glowing but otherwise 
indescribable object. The one 
with the Key must place it in this 
object — there is a place where it 
seems naturally to fit. After he has 
done so the light increases in 
brightness until suddenly it 
seems to explode. A great black 
tear appears in the sky directly 
ahead of the party. The one with 
the Key has felt a moment like 
death — all his characteristics 
reduced to 1 —but this passes and 
for the first time he returns to his 
original characteristics, and feels 
much better. 

The Black Tear is to be passed 
through. It will remain there until 
the whole party has passed 
through, after which it will close up. 


Yrgael 

Ahead of them they see what 
looks like a fair-sized hill with a 
stream running along beside it. 
On closer inspection this hill re- 
veals itself to be a huge dragon. 
The dragon, Yrgael, stares 
unblinkingly at the party. He is not 
like the usual D&D dragon; heisa 
kind of ancient being of immense 


Magic Resistance: 95% 


intelligence: Far higherthan 
mere human 
Genius 

Alignment: Neutral 


In his present condition — protect- 
ing himself magically, and pro- 
tected by immensely powerful 
spells Bitranthaa wove eons ago, 
and further protected by the 
power he is guarding, nothing 
whatsoever can injure him or 
affect him in any way. He was cap- 
tured by Bitranthaa long ages ago 
and set here to kill anyone who 
came near the power. However, 
he has succeeded in freeing him- 
self from this power to the extent 
that he no longer has to kill any- 
one, and so he waits here for the 
day when someone will come and 
free him. 

In order to free him, the spell on 
the amulet from Part 1 must be 
recited, with the appropriate 
words filled in. If this is done cor- 
rectly, a great wind will come, and 
lightning will shoot down from 
the skies, appearing to set every- 
thing on fire. It will be like a 
holocaust and last but a moment; 
no-one will be harmed. When the 
fire-storm clears, Yrgael will rise 
up on his wings. 

NB: lf they look closely enough, 
they will see that Yrgael's feet are 
buried in earth, and that his tail 
disappears into the water of the 
stream. The firestorm will destroy 
the stream. 

During the holocaust, the one 
who has pronounced the spell (or 
the one who solved the problem if 
itis not the same person) will feel 
a mental bond with Yrgael, which 


will come to the player's assistance 
in person. He may also from time 
to time need help himself. Yrgael 
tells this player that if he wishes 
for great power he must i bes all 
temptations and seek the Way of 
Death; and that once he has found 
it he must never leave the path in 
the valley. All players are told 
‘keep to the path in the valley’. He 
will also tell the players that Bit- 
ranthaa bound him there through 
the power of earth and water 
before he became corrupted by 
the power to prevent anyone from 
reaching the gates and opening 
the way. Originally he was to have 
destroyed anyone who attempted 
it, but as Bitranthaa got progres- 
sively madder, so his control on 
Yrgael slackened — never to the 
point where he could free himself 
but at least enough to allow him 
not to kill those who sought the 
ways. But the original spell 
retained its power, and that was 
that the ways would never be 
revealed until the dragon was 
released, Any explanations that 
the players want about anything 
that has happened so far will be 
provided by Yrgael—but he won't 
tell any of them anything else 
about what lies before them. 

The player who has the link with 
Yrgael finds himself standing 
directly in front of a gate which 
has just blackness beyond. He 
must step through this gate. The 
others can be seen standing 
below him, where the dragon 
was, looking up at him. Whether 
or not he waits for them, only one 
can step through ata time; and by 
the time the second has stepped 
through, the first has already 
completed the whole thing. From 
now on, everything is done indi- 
vidually; the DM taking aside the 
players one by one and running 
them through the path to the 
power of Tirandor. 


The Eight Paths of Life and the 
Way of Death 

Once through the Gate, the player 
finds himself in a large circular 
room with no roof: above his 
head he can see the stars. Sur- 
rounding him are eight gateways 
similar to the ones he has just 
come through — which has itself 
vanished. If the player tries to 
demolish the walls of this room, 
or to get out over the top, he will 
find it impossible. He must 
choose a Gate. The characteristics 
of what must be fought behind 
each of the eight gates are not 
given, because they must be 
adapted to the individual charac- 
ter. In each case, the character 
should be given a reasonable 
fight, but it shouldn't be too tough. 
The real challenge comes from 
those who choose the Ninth Gate. 
Clockwise starting from the east: 


1. The Path of Wealth. The player 
looking at the beautiful and intri- 
cate carvings around this gate 
feels the immense attraction of 
money, can see all the power and 
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Ifthe player win 
treasure in the room va 
finds himself in asmall roo 
a door at the end. A table is facing 
him, and on the table are three 
gems, one blue, one red, and one 
green. 

Blue: transported to a huge 
fortress-palace. Player is now 
(and has always been) Prince(ss) 
of Tharmon, a small principality 
near Visel, owner of this area and 
of asmall army, and wealth to the 
value of 100,000,000gps. This 
wealth makes the player an 
important person in the aristocra- 
tic society of Visel and Malnam. 
The importance of the area agri- 
culturally for the two towns 
means that their armies will 
always be ready to protect it from 
the luckily rare wars with Kirag. 
Character is raised 1 level. 

Green: transported back home 
to the rooms in Brontir. A man 
knocks at the door and enters. He 
is the equivalent of a lawyer's 
clerk: a distant hitherto unknown 
relation has died, leaving the 
player an estate worth 
150,000,000gps. Raised 2 levels. 

Red: Player steps into an office 
and finds himself wearing rich 
robes. The office is richly deco- 
rated. Heis a wealthy merchant of 
Mainam, dealing in almost any- 
thing, legal or not; he is worth 
120,000,000gps. Raised 1 experi- 
ence level. 


2. The Path of Love. The player 
looking at the carvings and pic- 
tures round the gate feels the 
power of love, the attraction of 
being always loved by everyone, 
of being surrounded by hundreds 
of the most attractive members of 
the opposite sex, all ready to obey 
every whim or command. Passing 
through this Gate the player finds 
himself with a hermaphrodite to 
fight. If victorious, he passes 
through the door at the end of the 
room and emerges into his own 
rooms in Brontir. The player's 
charisma is increased to the 
maximum, and has a 98% chance 
of charming (not in the magical 
sense), 90% chance of seduction. 
Character is raised 1 level. 


3. The Path of Ease. Player looking 
at carvings and paintings feels 
attraction of life of peace and rest, 
undisturbed by anything. Has 
nothing to fight. On a table facing 
him are a brick and a stone. 

Brick: finds himself in a com- 
fortable home with everything 
necessary to make life easy, and 
enough money to live comfort- 
ably on, but legally bound up in 
such a way that he cannot getat it 
for any other purpose. 

Stone: ditto, butin a farm inthe 
country with enough slaves to do 
all the work, 


4. The Path of Might. The player 
looking at the pictures and engrav- 
ings feel a heady surge of power 
(magical or physical); feel-[> 


[> ing of invincibility, of the glory of 
hand-to-hand combat, etc. Pas- 
sing through the door he finds 


himself with a warrior-magician 
to fight: 8ft tall, immensely mus- 
cled, aura of great power, Having 
killed this, the player 

through the door at the end, to 
find himself back at homein Bron- 
tir Strength, Constitution and 
Dexterity are raised to the 
maximum possible. The player is 
raised 1 level. 


5. The Path of Song. Player look- 
ing at pictures and carvings feels 
the beauty of nature, life and art, 
can feel great inspiration welling 
up inside, can hear most beautiful 
music, etc. Passing through the 
Gate, the player is confronted 
with a most beautiful sculpture 
(like Michaelangelo’s ‘David’ for 
example). This comes to life and 
stands in his way, and he must 
destroy it, smash it to rubble. 
Beyond the statue is a table with a 
flute on it. Dexterity is increased 
to maximum; Intelligence and 
Wisdom are increased by 2 points 
each. The character can make 
beautiful music and is a pretty 
good artist in all forms: ie he can 
command a high fee. 

On any instrument whatsoever 
he can soothe all natural crea- 
tures, relax them (and double the 
speed at which they regain lost hit 
points). This affects everyone 
within hearing; obviously, it must 
be done at peaceful moments, not 
during combat. It can also raise 
the failing courage and morale of 
people about to engage in a battle. 
Ability to charm all natural beasts 
(non-intelligent) and to give them 
simple instructions; ability to 
speak with and understand them. 
The flute can cure serious wounds 
and diseases 3 times a day. 
Character raised 1 level. 


6. Political Power. Player looking 
at pictures and carvings feels the 
pull of being able to sway crowds, 
of being able to control the fate of 
a nation, etc etc. 

reece through this Gate the 
player is faced with an ancient and 
white-robed man who is a magi- 
cian and incidentally a good 
fighter. Oratorical abilities confer- 
red: 80% chance of persuading a 
crowd or mob or gathering to do 
as he suggests. Does not work on 
individuals. Player passing 
through door at end finds himself 
in rich town-house in Brontir; he 
is a leading politician, and toa 
great degree in control of the 
state. Raised 1 experience level. 


7. The Way of Glory. Player look- 
ing at pictures and carvings feels 
attraction of fame, of being a 
household name, of having his 
name live on through his deeds 
generations down into prosperity, 
of being a synonym for great 
heroic valour or evil, his deeds 
sung in innumerable epics and 
songs, etc. 

He must fight his way through 
ranks of warriors (not very strong 
but cumulatively powerful) and a 
monster before he can reach and 
rescue the fair damsel in distress. 
If he succeeds, then he must pass 
through a door, mount on a horse 
and ride into the city ahead of him 
with the maiden to great popular 
acclaim; he is feasted by King 
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Ridon of Kelger, whose daughter 
itis that he has saved, and givena 
title and the gift of an estate worth 
500,000gps. Great fame becomes 
his; and anything that he does in 
the future will become well- 
known and pass into myth. This 
also méans that enemies will on 
the whole be scared of him and 
that people will be like to help 
him as far as they can. Raised 1 
experience level. 


8. The Way of Victory in Battle. 
Player looking at pictures and 
carvings feels the power of vic- 
tory, sees himself at the head of 
great armies sweeping all before 
him, the intoxication of blood and 
battle and fear and victory. 

Faced with a mighty warrior to 
fight and defeat (magician in the 
case of magicians). If successful, 
player passes through huge double 
doors which swing open, mounts 
ona horse and finds himself at the 
head of a great army returning 
victorious from war. He is the 
chief general of the Malnam 
army; he has palatial abode inthe 
heart of the city, and a fortune of 
400,000gps; he is a strong figurein 
local politics. Leadership qualities: 
lower-level characters are likely 
to be impressed and to execute 
his orders — 1st-5th level charac- 
ters will be 90% likely to follow 
him. The character is also raised 
by 1 level. 
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9. The Dark Way of Death. In order 
to take this way, the player must 
resolutely reject all the other 
paths and demand this path (al- 
though not actually kill himself). If 
he does so, then the other eight 
paths will disappear. 

Facing him is a road lined by 
vast grey columns, stretching 
away into the distance. Very faint 
light, just enough to see the way. 
Itis along road, apparently taking 
hours to walk, and no progress 
seems to be made. Looking back 
there is no entrance, just the col- 
umns stretching away out of sight. 
Feeling of emptiness and desola- 
tion. Nothing living or moving. 

A yawning gate stands at the 
end, with just black nothingness 


beyond. Faintly, very small and 
distant, a few stars can be seen, 
not of this world; none can be 
seen on either side of the gate. 
They do not shimmer but are hard 
and steady. 

Stepping through the gate, the 
Binyet inds himself in a wide, 
wide valley, with mountains dim 
in the distance on either side, for 
the light is very dim, just the light 
of the hard distant stars. Gradu- 
ally the eyes become accustomed 
to the gloom until the player can 
see reasonably well itis a slightly 
undulating plain, with nothing 
growing orliving, no sound atall’ 
Underfoot is loose rubble, grey 
and dusty. Each footfall sounds 
loud, but the sound cuts dead and 
flat: there is no echo atall. Ahead, 
faintly, stretches a path (which 
must not be left; if it is, he will 
never find his way out), It is not 
easy to move; the player is over- 
come with weariness and each 
step is difficult to make. He would 
like to lie down and sleep, but he 
must not. He must disencumber 
himself of all his equipment if he 
is to proceed. All his characteris- 
tics are reduced by 2. 

Ages seem to pass. Finally the 
player can make out a mountain 
range, and then immediately he 
notices a dark tower just close to 
him. He should have the convic- 
tion that his civilisation is falling 
apart; and an increasing sense of 


loneliness. Growing sense of 
dread as he approaches the 
Tower. Going up to the door, he 
can see a horn hanging by it. The 
door will not open; the horn must 
be blown. The sound cracks the 
silence. The door swings open; 
the player's hand closes round a 
sword-hilt. Magic will not work 
here, it must be physical combat. 
Hisimage emerges from the 
door, dressed in the same way 
and carrying an identical sword. 
All factors are back to normal 
although the player does not feel 
this. He must, in fact, ‘Kill himself’. 
If successful, the sword crumbles 
to dust and he continues along the 
path. Along the path he encoun- 
ters numerous temptations of the 
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flesh similar to those presented 
by the eight other gates, this time 
notinthe form of picturesand 
carvings, but apparently genuine, 
and all just slightly off the path. 
Once they are passed, they van- 
ish. The road goes on andon, and 
tiredness seems consistently 
about to overwhelm him. Great 
hunger and thirstrage within him. 
All factors, including hit points, 
are down tothe minimum. A tall, 
cowled figure apppears at his 
side, but off the path, and offers 
him food and drink, which seem 
incredibly tempting. All he has to 
do is to step off the path to get 
them. Finally the cowled figure 
offers him a resting-place by the 
side of the road and says he will 
give him everything he desires if 
he will step off the road and follow 
him. Needless to say, if the offer is 
accepted, the player will never 
leave this land. 

If all this is rejected, the cowled 
figure vanishes and a gate appears 
at the end of the path and the 
player must drag himself to it. 
Through the gate he finds himself 
in aclearing in some woods; the 
path goes through the middle ofa 
stream. He no longer feels tired or 
hungry or thirsty. The wood is 
beyond anything human. Great 
crystal cliffs cleave the sky. In the 
wood the rocks are precious 
stones, gleaming brightly; butthe 
player must not pick them up — 
they are off the road. The trunks 
of the huge trees are blue and 
indigo. Like burnished silver the 
thickset leaves quiver on every 
branch. The gravel on the ground 
is in fact precious pearls. He feels 
refreshed and peaceful. Birds of 
flaming hues fly from tree to tree; 
their song is unearthly, indescrib- 
ably beautiful. The river-banks 
seem made of fine gold thread; 
the stream itself is of bright beryl; 
the water makes a delicious 
sound. At the bottom are bright 
stones that glow and glint like a 
beam of light through glass, or 
like the streaming stars that shine 
in the sky on a winter's night. 
Every pebble set therein is an 
emerald, a sapphire or other 
noble gem, so that all the pool 
gleams with light. 

The player must walk through 
the water, in which he will be com- 
pletely submerged. Emerging on 
the shore, he passes through 
another Gate and finds himself in 
his room in Brontir. lf a wizard he 
has acloak and a staff; if a warrior, 
he has a suit of armour, a bow with 
arrows, and a two-handed sword. 
The player's characteristics are 
altered as follows: his prime 
requisite increases to 18(00); his 
Charisma increases to 17 or by 
+2, whichever is higher; all other 
characteristics are raised to 16 or 
by +2, whichever is higher. He 
rises 3 experience levels. 

The items function only for the 
player himself. The cloak func- 
tions as a Robe of Eyes and as +2 
plate armour (AC1), while the suit 
of armour (which does not include 
a shield) is +5. The staff can be 
used as a Staff of Wizardry twelve 
times a day and asa Staff of Strik- 
ing without:limitation. The sword 
is +5 to hit, +2 to damage. Both 
staff and sword enable the user to 
fly or create light at will. The bow 
isa +2 Magic low, and all arrows 
shot from it are +1 to damage.0 


wu AND FINDS THE 
PRINCESS'S BEDROOM, 


BY THE SACRED SOCKSTRAP 
OF ROBERT E.HOWARD! YOULL 
PAY FOR THAT, HELLSPAWIN I! 


ve 


my FIVE BROTHERS, MY 
FIANCE, UNCLE HAGAR AVD 


ARNG, UNCLE HORIAR, TEV OF 
~ mY COUSINS... 


WHY DC YOU KEEP SAYING 
“OOPS”, BARBARIAN? WHAT 
HAVE YOU Done? 


ER, ITHINK 1D BETTER. 
mM BE GONG, Ite SE 
MYSELF OUT, 
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MICROVIEW 


Microview is a regular bi-monthly computer 
department, edited by Mike Costello. This issue, 
something on vehicle design. 


Have Computer, Will Travel 


Computer Vehicle Design 
by Marcus L Rowland 


Want to use the micro to help in designing vehicle 
systems? It can be more trouble than it’s worth, but 
these routines are useful in keeping track of designs 
and in cross-checking their realism, using standard 
Microsoft BASIC, from a TRS80. 


Vehicle design in Traveller, Striker, and Car Wars seems a 
good area for computerisation, but it tends to offer too many 
options to make it worthwhile. Personally, | enjoy building 
these vehicles and prefer not to give a machine all the fun. 
However, | usually keep track of totals by some sort of cumula- 
tive recording program. Program 1is a simple adding machine 
routine to give an itemised list of equipment, weights, cost, 
and available space left for Striker. It doesn't calculate the val- 
ues for each item entered, since | do this on a pocket calculator. 
It could be converted into a full design sequence program with 
some work, but I’m too lazy to bother. It’s alsoeasily converted 
into similar recording programs for Car Wars, High Guard, or 
any other game with vehicle construction. 

I've used the program to design, for example, the Taurus III, 
an unarmed Striker vehicle. After I'd finished the design | 
noticed that the presence of a Grav unit and wheels in a single 
vehicle implied a variable power/weight ratio. | wrote program 
2 to check the effects of this capability on ground performance. 

| was surprised to find that the Taurus III has a maximum 
ground speed of over 4000kph! In practice this would never be 
attained, since as the car gained speed and lost weight the 
wheels would lose traction, and air friction would increase. 
Using flaps or aerodynamic construction to force it down 
would nothelp, since this effectively increases the weight and 
lowers speed. The program also ignores power losses in run- 
ning two propulsion systems simultaneously. Even consider- 
ing these limitations, a top speed around 1000kph (slightly 
below the sound barrier) seems reasonable — the car would 
still weigh 2.5 tons, and should still be controllable. It’s worth 
remembering that such a vehicle would still have 14.66 tons of 
inertial mass — at 1000kph you would need very good brakes, 
or parachute. To gain the full benefit of this type of system you 
would need to run vehicles in an evacuated tunnel, with an 
absolutely smooth road surface. This sounds like a good pro- 
ject for the Imperial Marines Engineering Corps, or one of the 
megacorporations. Since no official Traveller publication has 
yet described Earth or Capital in any detail, I'm assuming a net- 
work of these tunnels linking the megacities of the most 
advanced worlds. 

While writing this article | heard that a grav-aided ground 
vehicle had appeared in an issue of the Journal of the Travellers 
Aid Society. The programs described here could presumably 
be used with it. 


er 1: Striker Vehicle Components Record 
DiclvAohelviihyieebolichetedehed leliehedhale*betghted-tehgiheetaiiatalalaleieiaiaiele 

30 ‘» Striker Vehicle Capacity & Costs Record « 

30 IE IE EEE IE IE IE HE EE ESE IEE FEE ESE EE SERIE JE JE JE EEE ESE JEJE FE HE EE EEE SE SE HE HE 

40 CLS:CLEAR 5000: MASS=:0 VOL=:0CST=:0 DEFDBL 
M,V,C: DEFINTZ 

50 DIMAS$(60), M(60), V(60), C(60): X=:0 SPC=0 

60 ‘Program keeps track of up to 60 items. A$ = Item Name 
M = Item Mass V = Item Volume C =Item cost 

70 INPUT”“ENTER USABLE VEHICLE VOLUME (CUBIC 
METRES)”; VOL 

80 CLS:IFX=59PRINT “LAST ITEM OR PROGRAM 
OVERFLOWS” 

90 GOSUB 2000: GOSUB 3000: GOSUB 4050 

100 X=X+1:N=X-1:GOTO80 

110 ’ 

200 ‘x***#** Utilising the Data 
eA 2000: PRINT “FINAL DATA—CHOOSE AN 
PRINT “1—LIST TO PRINTER” : PRINT “2—REVIEW LIST”: 
PRINT “3—MODIFY LIST” : PRINT “4—START AGAIN” : 
PRINT “5—END” 


230 
240 
250 


260 
270 


INPUT Z: IF Z<1 OR Z>5 THEN 230 

ON Z GOTO 250, 300, 320, 10, 9999 

LPRINT“ITEM” TAB(30); “MASS”; ;TAB(48);"“VOLUME”"; 
TAB(65); “COST” 

FORQ=0TON 

anne ;TAB(29);M(Q); TAB(47);V(Q);TAB(64); 
c(Q 

LPRINT “TOTALS----";TAB(29); MASS; TAB(47);SPC; 
TAB(64);CST 

GOTO 200 

FOR X=2 TO N: CLS: GOSUB 4000 

FOR W = 1 TO 100: NEXT W: NEXT X :GOTO 200 
MASS=0 : SPC=0: CST=0 

FOR X = 0 TON: GOSUB 2000: GOSUB 4000: 
GOSUB 4050 

NEXT N: GOTO 200 


1000 ‘«+***«* Subroutines 

1010’ 

2000 ’****«* Print Vehicle Statistics 

2010 PRINT” MASS =";MASS;“KG” 
VOLUME =";VOL—SPC; “CUBIC METRES” 
“COST =Cr.”; CST: RETURN 

2020’ 

3000 ‘x«****« Data Entry Sequence 

3010 PRINT “ENTER NEXT ITEM IN FOLLOWING SEQUENCE” 

3020 PRINT “ITEM NAME, MASS (KG), VOLUME (CUBIC 
METRES), PRICE (CR.)” 

3030 PRINT “Or enter ‘XXX’ to exit this section” 

3040 INPUT A$(X), M(X), V(X), C(X): IF AS(X)="XXX" THEN 200 

3050 PRINT “Is this correct?” 

3060 * 

4000 ‘***+*« Item Listing 

4010 PRINT “ITEM” ;X;“—“;A$(X): PRINT “MASS—":M(X): 
PRINT “VOLUME -”; V(X): PRINT “COST—Cr.”;C(X) 

4020 IF Z=2 THEN RETURN 

4030 INPUT“ Enter ‘N’ if incorrect” ;B$:IF B$="N” THEN 3000 

4040 RETURN 

4050 gg = MASS + M(X): SPC = SPC + V(X): CST = CST + 

4060 RETURN 


9999 END 


: PRINT“USABLE 
: PRINT 


This program uses subroutines to reduce the number of lines. 
Extra space and REM lines are included to make things clearer 
— they can be omitted to save typing. It contains no unusual 
commands except DEFINT and DEFDBL, specifying variables 
as integer or double-precision numbers. The ON...GOTO com- 
mand sends the program to one of a number of alternative 
lines as shown. 


Program 2: Speed of Vehicle with Wheels and Grav unit. 

10 HR H HHH EHR KR EH HEHEHE REE HHH EEE HEHEHE RHEE HE EHH 
: * Effects of Shared Power on Speed « 
KEELES EEE EEE EEE HERE HH EE EEE REE HHH HEHEHE HE 
CLS: CLEAR 1000 
INPUT “Vehicle Weight Tons” ;W ‘Fully laden weight. 
INPUT “Grav. Thrust, Tons”;T ‘Thrust with full gravs. 
INPUT “Power Output, MW ”;M ‘Max. power output. 
FOR N=OTO 100 
TH = T*.01*N ‘Lift with partial gravs. 
EW = W-TH: IFEW<OTHEN 200 ‘Effective weight 

= INT((M*.01*(100—-N)/EW)*1000) ‘Power/Weight ratio 

IF PW<26 THEN SP= INT((PW/2)+ 1)*5 ‘ ‘Unadjusted Speed 
IF PW>25 THEN SP=70 ‘Top speed on table 
IF PW>30 THEN SP=SP+PW-30 ‘High power output 
SP =SP +50 ‘TL 10 adjustment 
SP=SP +10 ‘Wheeled vehicle 
SP=SP +15 ‘Light Vehicle 
PRINT N;“%";TAB(10);TH; “Tons Thrust” ; TAB(30); 
PW; ”Power/Weight” ; TAB(48);SP; “KPH” 
NEXT N 


END 
PRINT “We Have Lift Off !!!!!1" : END 


This program calculates the speed of a vehicle for various 
combinations of power to Grav unit and wheels. It assumes 
that the vehicle will always be light and wheeled, and built at 
TL10 — these values are held in lines 130-150 as modifiers to 
speed, but could easily be calculated from entered numbers. 
The program ends when the vehicle is lifted from the ground, 
and would thus lose traction.O 


Dear WD, 

Since | understand that there won't be 
room for the specifications of the Taurus 
lll vehicle in my Striker computer prog- 
ram in this issue’s Microview, here are 
some brief statistics to clarify things. 
The Taurus lilis a recreation vehicle with 
ground, grav, and underwater capability. 
Loaded weight is 14.66 tons; Power 
Plant 2 megawatt fusion, giving a road 
speed of 225kph; waterspeed 22.5kph. 
The grav unit gives 18 tons thrust and a 
max speed of 240kph. It is built at TL10 
and costs Cr261000. This type of vehicle 
is called a Tri-mobile, a word coined by 
Robert A Heinlein. Sorry to see the 
Travellers is so unpopular according to 
the Return of the Editor (WD49) — i'm 
quite enjoying it. It reminds me of most 
of the maniacs | play with! 

Yours, 

Marcus L Rowland, London. 


Dear WD, 

Recently, White Dwarf published a 
small ad in which | stated that | wanted 
to hear from gamers in Eire, Wales, Scot- 
land and the Isle of Man. Various per- 
sons wrote to me saying that! was a 
bigot, for | did not include England. | 
extend my sincere apologies; | did not 
intend to alienate anyone. | did want to 
correspond with persons living ina 
place that still made use of Celtic lan- 
guages, in which | am extremely 
interested, However, | would welcome 
letters from all players of any nationality, 
who play FRP games. Again, my 
apologies to those! may have offended. 

Yours sincerely, 

Troy Sagrillo, Colorado, USA. 


Dear WD, 

| think | had better start off with the 
usual grovel so as to get my letter 
printed. | think White Dwarf has greatly 
improved over the last few issues, espe- 
cially with the RuneQuest articles on 
demons and goblins. However, in issue 
48, you published the goblin cult of 
Crom Cruach and | was rather surprised 
to see that the Runespell summon horror 
would cost a massive 8 points in perma- 
nent power to cast. | thought this a little 
excessive and after a bit of thought 
using my puny mortal brain (no com- 
ment on that) | could think of only two 
reasons for such a high. cost. These are: 
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1) that Crom Cruach, being a rather 
minor deity, finds it rather more difficult 
to summon up the power necessary to 
create a manifestation of itself and 
therefore will only be willing to do so at 
a higher price to the priest. However, as 
Crom Cruach has available a// standard 
Runespells | find this rather hard to 
believe. 2) the Horror is being sum- 
moned from another plane and would 
therefore again be more costly. 

Would some kind person out there in 
the big wide world please put me out of 
my misery (preferably before somebody 
sends a band of marauding goblins to 
my door for doubting their priests). May 
your Divine Intervention never fail. 

Yours, 

Gerard Crowe, Middx. 


Most spells in RuneQuest are wrought 
by the command of a god at the behest 
of a worshipper but the spell summon 
horror is wrought through Crom Cruach 
at the command of a priest. Or in short, 
whilst the spell owes its efficacy to a 
divine source its implementation is, to a 
certain degree, against the will of the 
god and used successfully only because 
of various ceremonial practices and the 
correct intonation of key words of power 
by the officiating priest. It is for this 
reason that the spell is so costly in terms 
of power and stamina but too effective 
in result. —1 Bailey. 


Dear WD, 

| was amused at Dave Morris’ letter 
complaining about naked monsters 
exposed on the cover of your illustrious 
publication (WD48), it prompted me to 
do a quick survey of the 36 copies of WD 
| had to hand. The results show 8 undres- 
sed monsters and 10 near naked human- 
types so there is really very little to 
complain at! 

The display of flesh, be it monster or 
human, is all part of the fantasy style of 
artwork and no-one should take it too 
seriously, although it would be nice to 
see the occasional dressed female. The 
only example! could find was WD27 and 
that spray-on space suit seems to fit the 
joke definintion of a ‘Freudian slip’ being 
an item of clothing designed to draw 
attention to that which it conceals. As 
Oliver Dickinson points out senseless 
nakedness afflicts both sexes, but it is 
not the depicting of yet another naked 
woman on a magazine cover that is the 

roblem but the whole way in which the 
emale role is represented. 

Out of 36 covers only 7 showed 
females at all. In three pictures they 


seemed to be doing nothing in particu- 
lar, in two the woman was about to 
become the victim of some monster, in 
one she was being protected by a man, 
only in one picture (WD48) is a woman 
shown in a powerful aspect. Maybe this 
is the way you role-play but it goes 
against the equalities built into most 
games systems, a factor that should 
attract female players. If male players 
are attracted by the images of heroes, be 
they bare-chested barbarians or power- 
ful mages, is it any wonder that there is 
a shortage of female players who may 
find it hard to relate to the stereotypes 
presented. 

How about some covers showin 
what really happens in play, mixe 
groups working together equally, or 
would that be too damaging to your 
male pride! 

Yours, 

Christine Ogden, W Yorks, 


Dear WD, 

The Return of the Editor shows the 
futility of relying completely on return- 
by-post surveys. The results serve only 
to demonstrate the preferences of an 
age group who are bothered to send in 
entries for the chance of some freebies. 
Serious attempts at writing in White 
Dwarf are met with scorn and discus- 
sions arising in the letters page are 
incorrectly thought of as ‘bitchy’. (The 
fact that some reasonable balance of 
views can arise appears to be totally 
ignored). WD readers are also appa- 
rently only as up-to-date as the informa- 
tion leaked to them in the scanty News 
pages. Unaware? Yes — the fanzine 
results show two dead magazines (The 
Beholder has been out of production for 
2 years!) and the discrepancy in both 
magazine sections leads to two weird 
conclusions: More people buy a 
magazine than bother to read it (or vice 
versa). The love of films and books 
which have superficial gloss to cover the 
non-existant plot and avcicncent ofa 
fantasy situation worries me. Surely 
role-playing should involve some con- 
centration on developing a consistent 
world and characters with depth rather 
than the cardboard heroes the media 
presents us with. | hope that WD will 
continue to feature articles which stimu- 
late some intellectual thought, and not 
degenerate into the computer game/ 
cartoon/scenario magazine that its sur- 
vey seems to indicate. 

Yours, 

David Stone, London. 


Dear WD, 

| have wanted to write and say that 
White Dwarf is the best around for 
sometime. When | get my magazine! like 
to look at the letters department and! am 
usually disappointed. Most of your let- 
ters are complaints over one thing or 
another. Whether from cover art to a 
one-word mistake in an article! | live in 
the United States and | prefer WD to Dra- 
gon because it has many more things 
that can actually be used in the game. 
Treasure Chest is a great department! | 
just thought | would let you know that 
you do have fans who do not look for 
useless simple mistakes! 

Yours, 

Michael Cook, USA. 


LEW’S VIEWS 


Lew’s Views is a regular department for the beginning player and for general FRP discussion, by Lew 
Pulsipher. This issue, experience levels. 


Going Up 


Increasing Experience Levels in AD&D 


How long should it take a player charac- 
ter to rise a level? This question comes 
into conversation among referees 
sooner or later, and as with many dif- 
ficult questions the answer usually 
amounts to ‘that depends’. A better way 
to put it would.be thus: characters 
should rise as slowly as possible without 
discouraging players so much that they 
lose interest in the campaign. Why? 
First, AD&D begins to break down as a 
game when characters reach around 
twelfth level. You can’t have role-playing 
games, for at that point the referee must 
begin wholesale fudging — even if he 
doesn't realize he's doing it—in orderto 
preserve the lives of the player charac- 
ters. There are too many options, and 
too many advantages to the enemy 
(who are usually on their home ground), 
for player characters to survive a purely 
competitive situation. Second, once a 
player's character reaches a high level 
he often becomes discontented with 
lower-level play; in effect, he no longer 
enjoys a large part of campaigning. The 
object of the game is to have interesting, 
memorable adventures, not necessarily 
to become superhuman. It is easier for 
the referee to devise interesting situa- 
tions when the player characters are 
neither virtually invulnerable nor walk- 
ing arsenals/wrecking machines. 

| have heard of campaigns in which 
players rarely reach second level 
although more than 100 adventures 
have been played. On the other hand, 
there are campaigns which allow a 
character to progress to sixteenth level 
in a few sessions. | think it’s safe to say 
that the first is too slow for almost any- 
one, and the second is far, far too fast. 


(In the first, by the way, not only is 
experience hard to come by, player 
characters die frequently, often at the 
hands of other player characters. Clev- 
erly killing one another, rather than ris- 
ingie levels, satisfies the players!) 
y the way, what do| mean by number 

of ‘adventures’? ‘Session’ might be a 
better word than adventure, since some 
adventures can last through weeks of 
real-time before the objective is 
accomplished or the party returns to its 
base. For low-level characters one 
adventure usually takes just one session 
of a few hours, while high-level charac- 
ters often take several sessions of 6-8 
hours for an average adventure. 

For the sake of tradition, let's take ‘ad- 
ventures’ as equivalent to sessions. 

Some referees say that it should take 


just as many adventures to rise from first 
to second level as from ninth to tenth. 
Others believe more adventures are 
needed to rise one high level than one 
low one. Some like strict progressions, 
while others go for whatever sounds 
right. For example, one view is that as 
many adventures as the number of the 
level being attained should be required, 
that is, two to reach second level, three 
more to reach third, and soon. Atypical 
constant figure is five adventures per 
level. There is always the caveat, ‘give 
or take a few’, to add to these figures: no 
one expects to impose exactly the num- 
ber stated at each level on the players. 
Some who prefer more flexibility may 
suggest 50 or 100 adventures to reach a 
given level (say ninth) or to reach an 


”@ experience point total (say 10,000). 


Within that broad guideline, the indi- 
vidual referee can decide how fast 


players should go through the lower 
levels. 

| have played in very slow campaigns 
and slow-to-middling ones. 10 adven- 
tures to rise from first to second level is 
rather too slow even for the most 
restrained players, because first level 
characters are so vulnerable in AD&D. | 
have many characters who, at third or 
fourth level, have been on 20-25 adven- 
tures, and it seems like it’s been forever. 
Yet one has a suspicion, with a character 
at seventh level after 25 adventures, that 
things have been too easy. (One should 
say that, generally, the longer it takes to 
rise levels, the less often someone will 
permanently die; otherwise no one 
would live long enough to rise very far. 
On the other hand, however dangerous 
itis, if characters rise very fast while they 
live then sooner or later some will 
become strong enough, and lucky 
enough, to survive at double-figure level.) 

After fooling around for a while with 
various mathematical series which 
might have pleased the strict progres- 
sion school, | finally abandoned this 
approach in favour of what sounded 
right. | suggest the following as a start- 
ing point: 
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Weak characters, such as thieves, 
should reach high levels sooner than 
strong classes such as magic-users and 
paladins, but this is sometimes difficult 
to accomplish because of the experience 
point progressions given in the game. 


Iron Crown Enterprises (ICE for short) 
are not exactly the most famous game 
producers in the hobby. They have, 
nonetheless, by the release of one game 
leaped forward to the front rank of fan- 
tasy boardgaming, and have done so 
with a game which | would have thought 
is that very rare amalgam of design com- 
petence and saleable topic. The game is 
Fellowship of The Ring. |ts subject is the 
first book of the Lord of the Rings and it 
stands high above the verdant rot of the 
SP/ game on the same subject which you 
may remember got it in the neckina 
recent column in this august organ. 
Before going into the game let me state 
my reasons for my recommendation. 
Firstly, the game is very attractive with 
an excellent mapboard and cards; it is, 
secondly, one that gets your gaming 
instincts going to think of an effective 
strategy; itis, thirdly, a game that con- 
tains sufficient chaff to defeat any per- 
fect plan and thus forces the gamer to 
react; fourthly it is close to the book as 
to fact and very close as to spirit. It is 
priced at just over £20, worth every 
penny, and available from our sponsors 
Games Workshop Ltd (can | have my 
commission now?). 

The mapboard is important for several 
reasons. Firstly the appearance can 
result in a lack, or vice-versa, of atmos- 
phere. In this case | am glad to report 
that the mapboard has the same whim- 
sical quality of the one | first read back in 
the early Sixties in The Hobbit. \t is also 
admirably well-coloured and being a jig- 
saw map is not only more durable but a 
damn sight easier to play on. The map 
also shows the quality of the game 
allowing considerable range to both 
players by not cutting down the routes 
available to one or two. You can ride 
north of the Misty Mountains, voyage 
down to Dol Amroth testing the perils of 
Krakens, the corsair fleet of Umbar or 
storms; if this does not appeal why not 
slip part lsengard toward the Gap of 
Rohan, or you could always seek to force 
the Misty Mountains and voyage down 
the Anduin. Given the nature of the 
game with its hidden units you will find 
you use much more of the board because 
the Fellowship player must, like a good 
quarterback, send at least three wide 
receivers into the Evil Player's secon- 
dary to confuse him, But enough of this 
jock talk. 

The major problems of the subject is 
how to confuse the Enemy. It is a prob- 
lem which | am perhaps least able to 
answer because | always seem to play 
the Evil Guys and show little aptitude for 
being confused, (Score Evil Player 2 
Fellowship 0). Indeed my only fears are 
forthe game’s balance, but until | can do 
something as the Fellowship Player, | 
shall remain silent (and typecast). The 
game covers the problem by using 
numerous dice. The identification letter/ 
number of which is on the ‘one’ face. All 
other faces show a movement status. 
You can therefore see all your oppo- 
nent’s units, know that they are on foot 
or flying but not know which is which, 
nor which units contain which of the 
character cards you can see on your 
opponents display, nor whether these 
cards are dummies or real characters. 
The FP (Fellowship Player) is plentifully 
supplied with groups with no content, or 


COUNTERPOINT 
Counterpoint is an irregular 
department about fantasy and 
science fiction boardgames, 


written by Charles Vasey. This 
issue, the Fellowship of the Ring. 


One Ring 
to Rule 
Them All 


rumours. The use of rumours is vital to 
play. | have seen their use by a range of 
players. The best player makes a rumour 
act like a unit, and a unit like a rumour. 
The Evil Player may challenge any group 
but if he picks a real group bang goes the 
rest of his turn (not a good idea this until 
very late, if ever, in the game). Other 
searching is done in two ways. Either by 
the random choice of types of terrain, 
done after the FP has moved (all hexes 
are one of nine types of terrain) or by 
means of the Evil Player picking a choice 
from one type of terrain to picking cer- 
tain hexes. In this rule we see a major dif- 
ference from the SP/ game where only 
random search ruled. Instead the FP 
knows that the Evil Player can always try 
to search at least one group; he must 
therefore seek to fool the Evil Player by 
offering a wide range of viable target 
groups. Once a group is open to search, 
a dice is rolled and modified; the results 
can be sightings (which remove 
rumours, a sort of clear-up operation on 
specious rumours), battles, ambushes 
or clashes with random groups. The lat- 
ter appear if no minions (Evil Player 
characters) care to attack. Just whatisin 
the group is very much determined by 
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region but the range includes everything 
in the books. In Havens the only kind of 
combat that can occur is assassination 
and then only on very high (and mod- 
ified) die rolls. Even if you, as the Evil 
Player, can engage the FP he may still 
escape if its a small enough group, or 
may disengage (in which case you can 
influence his retreat somewhat), or may 
(even more deviously) choose not to flip 
over his character cards to show the real 
character, but instead use their anonym- 
ous racial features. You may fight a 
dunedain who escapes which could be 
Strider (but just as easily need not be). 
The Achilles Heel of this is two-fold. You 
can run but you cannot retreat if you dis- 
engage and to sneaking hobbits this will 
result in no forward movement, further; 
if NazgGl are present the Ringbearer 
must be revealed (not engaged but 
revealed). Once the Nazgul have him 
spotted the FP is going to have to pull 
together his forces with a great deal of 
skill to break the vital chain of informa- 
tion that will build up. 

Tough break for the Fellowship Player? 
Well yes, but as the Evil Player you do 
get an awful lot of targets to attack, and 
not many Nazgil. It is also very difficult 
to get NazgUl across rivers, and if the FP 
can break a rriver-line and then close it up 
he can force the NazgGl to ride a very 
long way. In one game the Witch-King 
had become Ringbearer but Saruman’s 
boys blocked all the river crossings. | 
had to move north of Rivendell and 
despatch a fell creature (airmobile sup- 
port) to get him back to Mordor and vic- 
tory. Further if the FP can threaten the 
Misty Mountains the Evil Player will frit- 
ter away his mobilisations on Guardians 
(basically the Balrogs and other semi- 
independent nasties). He would prefer 
to mobilise Saruman, NazgGl or Agents. 
Agents are excellent, all my major coups 
have started with a poisoned dagger in 
the back, but enough of chartered 
accountancy and back to the game! 
Agents are particularly useful because 
they can ambush which is essentially a 
one-shot attack that does not offer 
retreat possibilities. They, like all the Evil 
Player's minions, are far from strong, 
however. They resemble the ‘egg-shells 
armed with hammers’ approach of mod- 
ern naval vessels; you can do damage 
but will lose a lotof men to acompetent 
FP force, and do not forget that what 
seems to the FP as hobbit-sticking is 
much less fun when every group you 
assail could be unpleasant elves or men 
with the ability to eliminate three 
turnsworth of Evil Player mobilisation. 
Perhaps, to return to my football analogy, 
the game would go to the FP who used 
his big chaps as blocking backs steam- 
rolling through the FP line. Or even more 
fun, use the hobbits as the front group 
because the Evil Player will always go 
for the second group, of course he might 
second-guess you as well. 

| hope | have given you some idea of 
the excitement of the game. The best 
method of approach is areal humdinger 
for an after-game argument, and the 
standard plays (the quick rush to the 
coast for an early victory, the blocking of 
the fords south of the Old Forest, the use 
of Tom Bombadil etc) are beginning to 
firm up. Allin all a splendid little game 
which was and is a pleasure to play.0 


TREASURE CHEST 


Treasure Chest /s a regular department for D&D. This issue, some- 
thing for all you potential assassins out there. 


An Assassins Special 


by M J Stock 


If he’s not a thief or a fighter, then he must be... oh, no! 


The assassin sometimes seems to get 
short-changed as a character in AD&D— 
players tend to regard him as a second- 
rate thief or Paladin-fodder. The items 
described here are some attempts to 
make assassins more interesting for 
players and DMs alike. Note that the gar- 
rotte is cheap and easy to make, but 
must be selected as a weapon profi- 
ciency, and the two-stage poisons will 
be expensive and/or rare. The Killing 
Cup and the Dagger of Slaying will, of 
course, be extremely rare indeed. 


THE GARROTTE 

An ideal assassin's weapon, also useful 
in combat. It consists of a length of 
strong thin cord or wire with short (3”) 
wooden handles at each end. It is used 
only in attacks from behind with the nor- 
mal +4 backstab bonus but no additions 
for strength. If a successful ‘hit’ is 
scored, there is a % chance equal to that 
for assassination [DMG p75] for an out- 
right kill; otherwise it does 1-3 points of 
damage. The garrotte can only be used 
on humanoid creatures up to 7’ tall (un- 
less the assassin is standing above 
ground level). 


THE TWO-STAGE POISON 

Two innocuous liquids which, when 
mixed, produce a lethal poison. The first 
part may be put in the victim's food etc, 
and will remain in the body for a period 
determined by the DM (typically 2-8 
days). The second part may then be 
administered at leisure, or used as a 
threat to coerce/blackmail the victim. 
The key advantage of this type of poison 
is that neither component is affected by 
slow poison or neutralise poison spells 
until they are mixed. 


THE KILLING CUP 
Also known as Surma’s Chalice, this is a 
finely carved and decorated goblet, sup- 
posedly made of wood stolen from the 
Great Tree of Finnish legend. Using suit- 
able enchantments, the natural resins of 
the wood have been turned into poisons 
which slowly dissolve into any wine, ale, 
water, etc which is poured into the cup. 
Each time the goblet is drained, the 
drinker must make.a saving throw 
against poison. Failure results in death, 
otherwise there is no effect. The save is 
at +4 for the first time, +3 for the sec- 
ond, and soon, ie after the sixth use, the 
throw is at -1. This reflects the gradual 
build-up.of poison in the bloodstream. 
Once sufficient resins have been 
leeched from the wood to kill the victim, 
the Chalice is no longer effective and 
quickly rots away. 

The Killing Cup is worth 400 experi- 
ence points, and 1500gp, if sold. Other 
than the saving throw and results of a 


successful save, it operates as a type D 
ingested poison [DMG p20]. Detect 
magic will reveal a faint aura due to the 
wood's origins; neutralise poison will 
negate all subsequent effects, but purify 
food and drink affects one filling only. 


DAGGER OF SLAYING 

This ordinary-looking dagger will usu- 
ally be found embedded in a corpse, and 
may only be removed by an assassin. 
Furthermore, all creatures of good align- 
ment take 3-12 points of damage if they 
touch it. Evil creatures other than assas- 
sins find they cannot get a proper grip 
on the handle, which slips out of their 
grasp. Any assassin taking the Dagger 
will remove it easily; close inspection 
will discover strange runes faintly 
inscribed on the blade, and detect magic 


will reveal a faint aura. The Dagger of 
Slaying behaves as a normal +1 dagger 
until the following procedure is carried 
out: The assassin must attach to the hilt 
of the Dagger a hair, piece of clothing or 
jewellery or some other personal item 
from the intended victim, obtained by 
the assassin himself (the touch of 
another creature will confuse the per- 
sonal aura), and say the victim’s name 
aloud while holding the Dagger. The 
runes will then glow brightly, and if the 
Dagger is subsequently thrown at the 
named victim and hits, it will kill them out- 
right, no save allowed: magic resistance 
applies but then a ‘to hit’ roll at -4 is 
allowed for the assassin. There is no 
time limit between activating the runes 
and performing the assassination, and 
the Dagger will still act as a +1 weapon 
during this period. 

Once it has hit its target, the runes con- 
tinue to glow for 2-24 turns, and during 
this time the blade may not be removed 
from the body by any creature, including 
assassins. When the runes have faded, 
the original restrictions apply once more 

All of these blades are aligned 
towards evil: 60% are Neutral, 25% are 
Lawful and 15% Chaotic. Lawful Evil 
blades cannot be used by Chaotic Evil 
assassins, and vice versa. Further, a 
Chaotic blade has a 5% chance of turn- 
ing and slaying the assassin when acti- 
vated and thrown. Neutral Evil blades 
are usable by any assassin, and Neutral 
Evil assassins may employ all of these 
weapons. Experience point value of a 
Dagger is 250, and they can fetch 
2000gps if sold.C 


NEWS 


BAELPEN BULLETINS 


KA LI'S SOAPBOX 

Okay! World, you can stop holding your 
breath now! Games Workshop's new 
series of blockbustin’ adventure settings 
announced last month won't be called 
Dungeon Builder after all. The new series 
title is Dungeon Planner and the very first 
one, Caverns of the Dead, complete with 
25mm scale four-coloured play-sheet of 
the whole adventure location, will hit your 
shop shelves next month. 

The whole name change shenanigan 
was for two reasons. The first was to tie in 
with Dungeon Floor Plans as the play 
sheet is based on the same system; and 
the second was to avoid confusion with a 
product already entitled Dungeon Builder. 
Good'nuff? Dungeon Builder, made by 
Prince August is a do-it-yourself system of 
plaster moulds which enable you to cast 
dungeon floors, doors, walls etc in plaster 
of paris. The units, once cast, slot together 
to build up diorama settings. 

Not to confuse the issue, Craig Acheson 
is producing the Dungeon Tile System. 
These are precast units of dungeon floor- 
ing, stairs, etc for building dioramas. 

With all this pizzazz on dungeons, its not 
surpising to find Games Workshop are 
socials Rey a new set of Dungeon Floor 
Plans. No, it won't be called Dungeon 
Floor Plans 4. Nor even DFP-3D! The new 
set due out later this year will be Mines 
and Caverns. More another time, but 'til 
then, lick your lips, dungeoneers! 

Games Workshop are also working on 
BattleBikes. This is the first extension kit 
for Battlecars and introduces armoured 
motorcycles with rules for playing bike vs 
bike or bike gangs vs cars. BattleBikes is 
scheduled for release during April. 

The summer should see a blitz of comic 
book role-playing games. As announced 
in last month’s Supermole, TSR are pro- 
ducing a role-player based on Mighty 
Marvel's Spiderman faster than ol’ 
webhead can spin a web while Games 
Workshop are going great guns on Golden 
Heroes. 

Warhammer is still wowing them in the 
worlds of chaos and Citadel have backed 
it up toot-sweet with the dynamic Forces 
of Fantasy released this month, This three 
rulebook set comes in a full-colour box and 
covers fantasy armies for the forces of good 
and evil along with new magic, monsters 
anda mighty mass of marvelous material. 

Congrats to ‘Dancin’ Don Turnbull on 
his new appointment as head of TSA 
Worldwide, dealing with TSR business in 
Europe and the Far East. 

Congratulations are also due to ‘Jumpin’ 
John Olsen who has departed this 
sceptred isle as head-man and initiator of 
Games Workshop US. John is now firmly 
entrenched in Gaithersburg, Maryland 
doing his bit for the export trade. 


KaLi 

NEXT ISSUE! OK Dwarfsters, so here's the 
info’ on the Small Ones next ish: there’s a rip- 
roaring RuneQuest adventure, and a dazzlingly 
different D&D scenario. Watch out for 
another gripping Griselda tale and for all you 


pillaging pilferers, something on thieves in 
Warhammer, plus much more! 


Excelsior! 


ITEM! A new magazine is scheduled to hit the 
streets in March or April. Published by Pen- 
guin, Warlock will deal with the Fighting Fan- 
tasy Gamebooks by the funboy two, Steve 
Jackson and lan Livingstone. The first issue 
will contain part one of a new Warlock of 
Firetop Mountain adventure. 

ITEM! Meanwhile back at the ritzy restaurant 
in Chester, there's a fly in the soup. Appa- 
rently the latest news is that Nick and Celia 
Lund have broken off negotiations with 
Citadel and that Chronicle Miniatures will not 
now be produced at the Tin Bin. 

ITEM! Not to be dissuaded in their quest for 
dread new figures, Citade/ have ace Scottish 
designer Ali Morrisson hidden deep in the Tin 
Bin working on a new range of Samurai 
figures and Oriental Hobgoblins. These are 
scheduled to appear in a few months time as 
the first Citadel Deluxe Boxed Set and a blis- 
ter pack range. Currently available from 
Citadel are the Battlecars blister pack range, 
each pack containing a car, driver and strap-on 
weapons. Other newies in blister pack include 
Thieves, Dark Elves, and Wizards. 

ITEM! Boldly going where no firm has gone 
before, FASA have acquired the rights to pro- 
duce a Battlestar Galactica role-playing game 
presumably to back-up their successful Star 
Trek enterprise. 


“ITEM! Joining the highway hellions are Close 


Simulations who have similarly acquired the 
rights to produce a Road Warrior role-plaing 
game. For British readers, Road Warrior was 
the US title for the Mad Max movies. 

ITEM! Talking of movie tie-ins, Eon Products 
are currently working on two Dune Expansion 
Sets to be released later in the year by Avalon 
Hill. The release is intended to coincide with 
the block-bustin’ Dune movie based on Frank 
Herbert's novels due out at Christmas ‘84. 
ITEM! Coming soon to blow your mind are 
Bad Medicine for Dr Drugs, a Superworld 
module, and The Fungi from Yuggoth, a Call 
of Cthulhu adventure, both from Chaosium. 
Cthulhu-ites will also be pleased to hear that 
Theatre of the Mind Enterprises will also have 
Whispers from the Abyss, a new Call of 
Cthulhu adventure out soon. 

ITEM! Despite hobby games being on the 
up-and-up Games Centre have just gone into 
liquidation. The reasons aren't yet clear, but 
maybe they failed to make their saving roll. 


ZINE SCENE 

by lan Marsh 
ITEM! With numerous zines avatable, and 
more appearing each month, anyone trying a 
fanzine out will probably get totally lost in 
what appears to be an exclusive clique. It'll 
probably take a few issues of one zine to get 
into what's going on, who's who and why’s 
why. Anyway, persevere, or try out different 
zines until you find the one(s) that appeal to 
you and you'll soon become as involved as 
everyone else. Fandom is not intentionally a 
clique, it just seems like that as there are 
fewer active members than there ought to be! 
ITEM! Ken St André, inventor of Tunnels & 
Trolls, has launched his own T&T fanzine with 
an ongoing solo adventure from issue to 
issue plus other goodies. January saw the 
first issue.It costs $1 from Ken St André, 3421 
E. Yale. Phoenix, AZ. 85008. The cost is proba- 
bly more for those outside the US. 
ITEM! For something completely different, 
T&Ters could try a New Zealand zine, The 
Esgaroth Herald. This is more like a T&T sup- 
plement than a fanzine. It will build up to 
detail a T&T city/region fully detailed with 
population, flora, fauna, new rules, spells etc. 
For further information contact A. R. Mclaren, 
98 Titiraupenga Street, Taupo, New Zealand. 
ITEM! Much nearer home is the Games Day 
Award winner for Best Fanzine, Dragonlords. 
This currently describes itself as a cross bet- 
ween Private Eye and the Guardian \etters 
page with articles of use to gamers sandwiched 
between satire, opinions and general 
humour. DL is available for 60p from lan 
Marsh, Avalon, Grams Road, Walmer, Kent. 
The current DL is a mega-combined issue 
team-up with another well-known zine Quasits 
& Quasars. Usually, Q&Q is heavily geared to 
producing all kinds of RPG scenarios. A solo 
scenario, generally of a very reasonable qual- 
ity, is guaranteed in every issue. Unlike DL, 
Q&OQ devotes little space to discussion, so if 
you like to talk shop, try elsewhere. Q&Q 
costs 60p from Dave Hulks, 54 Slimmons 
Drive, Marshalswick, St Albans, Herts. 
ITEM! In direct contrast comes The Acolyte 
edited by Pete Tamlyn. This zine is orientated 
to discussion with an active letters column 
covering everything from the correct method 
to peel a grape (ask Mae West) to howto sum- 
mon six major demons and sing operetta at 
the same time. Exaggeration? Well, yes, but 
The Acolyte is very varied with its topics of 
discussion, It also operates some: postal 
games such as Diplomacy, Snit’s Revenge 
and Nuclear War and is really a zine on the 
fringe of two hobbies. Anyway, this interesting 
read is available for 45p from Pete Tamlyn, 23 
Poplar Road, The Coppice, Aylesbury, Bucks. 
ITEM! An old faithful worth a mention is 
Sewars. This is edited by Chris Baylis and pro- 
duces essentially ready-to-use material for 
gaming plus somewhat over-enthusiastic 
reviews of practically every product going. It 
suffers from bad production and bad taste, 
though taste is subjective. In comparison to 
the newer zines, Sewars can sometimes 
appear dated. It is available for 60p from Chris 
Baylis, 12 The Frith, Basildon,Essex. 
ITEM! Misers Hoard shows how a new zine 
can be of outstanding quality with regards to 
production and articles. It already promises 
to challenge some of the longer established 
zines and makes a good first buy. MH costs 
50p from John McKeon, 22 Hall Lane, 
Upminster, Essex, RM14 4AF. 
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CLASSIFIED 


All classified ads must be prepaid 
at the rate of 10p per word, display 
ads £3.00 per scc. Please send 
copy and payment to White Dwarf 
27-29 Sunbeam Rd, Park Royal, 
London NW10, making cheques/ 
POs payable to Games Workshop 
td. 


Calling all Artists 

White Dwarf is always looking for 
new artists to grace its covers. If 
you are an experienced colour 
artist who enjoys fantasy illust- 
ration, phone lan Livingstone on 
01-965 3713 for details. Alterna- 
tively, senda sample painting or 
slide to White Dwarf, 27-29 
Sunbeam Road, London NW10. 


Beyond the Forbidden Hell... 
Catchy, huh? Well, it's got nothing 
to do with Wereman 8. However, 
No8 does have AD&D, RuneQuest, 
Traveller, T&T, Aftermath and lots 
more. Brutal, sexist and violent, 
beyond the borders of your imagi- 
nation. Send 50p to James ‘Kill 
first and ask questions later’ Wallis, 
Eton College, Windsor, Berks. 


Wanted 

SPI's War of the Ring. Will pay £15 
ono. Must be good condition. 
Contact: Tony McConaghy, 

11 Brookland Rd East, Liverpool 
L13 3EL. 


For Sale 

White Dwarfs 16-32 and Best of 
Articles, Scenarios. Will split. Call 
for price. Tel: Byfleet 41027. 


For Sale 

Avalon Hill's Magic Realm. 
Perfect condition. £6.00. 
Tel: Byfleet 41027. 


For Sale 

PHB—£5; RQ rulebook—£3; Cults 
of Prax —- £4; D1-2-—£2; D3, S2- 
£1.50. Tel: 021 430 2896 (after 5pm). 


Cursed Zine 

Vacuous Grimoire 1 has made it 
into print to bring madness to all!! 
Pure insanity can be had by send- 
ing 50p (p&p included!) to Richard 
Roberts, 53 Whalermead Rd, 
Bishopstoke, Eastleigh, Hamp- 
shire SP5 6HL and read the latest 
fanzine to have crawled up into 
the gutter... 


Destiny 

SF zine—issue 2: Aftermath—part 
one role-playing game; Fans in 
Focus; Competition results; 
Futuristic ‘whodunnit’; your 
letters. Only £1 (p&p inclusive) 

E Rackstraw, 279 Abbey Rd, 
Basingstoke, Hants. 
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SMALL ADS 


Career Opportunity 

Games Workshop require an 
Advertising Manager to work in 
their London Head Office. 
Applicants should be experi- 
enced in copy writing and cam- 
paign planning. He/She will also 
be responsible for White Dwarf 
advertising sales. Self motiva- 
tion, enthusiasm and good 
organisational skills are pre- 
requisites — and a sense of 
humour. Please apply in writing 
to Debby Gilbert, Games 
Workshop Ltd, 27-29 Sunbeam 
Road, London NW10 6JP. 


Wanted 

Games enthusiast for full-time 
PBM gamemaster’s position in 
London. Contact: Mark Blundell, 
Mitregames, Lothlorien, 

77 Burntwood Grange, Wands- 
worth Common, London SW18. 


Wanted 

Good quality colour cover artwork 
for White Dwarf. Send or bring 
your work to White Dwarf, 27-29 
Sunbeam Rd, Park Royal, London 
NW10 6JP. 


Models Painted 

Models hand painted to your 
specifications. Send SAE for 
details, or send model and 30p for 
sample. Neil Alexander, 81 Hal- 
beath Road, Dunfermline, Fife 
KY12 7Q2Z. 


SEWARS 

Non-winner of the GamesDay fan- 
zine awards; non runner-up inthe 
same event—lost ona technicality 
(ie nobody voted for us). SEWARS 
fanzine still offers its readers 
Instant Hardware, hard-hitting 
reviews, playable AD&D 
scenarios, comments, jokes(?), 
Cone the Barbarian, news and 
views, spelling mistakes, occa- 
sional ink blots, and much much 
more. We are a FANzine. Regular 
bi-monthly. Over three years old. 
£4.00 per year's subscription, 60p 
(+20p p&p) per single isue. 
Number 16 out NOW. SEWARS 
fanzine, 12 The Fryth, Basildon, 
Essex. 


HELP! 


Clubs, contacts and events can be 
advertised once at no charge up 
to a maximum of 40 words. 
Further insertions at the rate of 5p 
per word, 


Hail Mantas... 

The Overlord awaits you in the 
Citadel of Death. Load up your 
bolt pistol and fly to victory. Seek 
knowledge from the Master 
Valkyrie. Heed my call. Macross. 


Bushido 

27-yr old man wishes to meet 
fellow enthusiast. Beginner or 
established, to arrange games. 
Tel: Woking 72164. 


Wanted 

Players need second hand copy 
of boxed Call of Cthu/hu and 
scenarios. Will pay good prices 
for either. Contact: Nick on 
Bristol 642177. 


Wanted 

Urgent. Copy of the game Election. 
Good price paid. In return, | have 
a large selection of FRP and SF 
fanzines. Send an SAE for a full 
listing. Simon Billeness, 

20 Winifred Road, Coulsdon, 
Surrey CR3 3JA. 


FRP Croydon 

Everybody from total beginners 
to experienced players wanted to 
joinin our campaigns of D&D, RQ, 
Traveller, Dragonquest and 
others. We play in the Croydon 
area, so give it a try. Phone: Dave 
on 01 771 4980, evenings. 


Postal Diplomacy 

7 players wanted for postal diplo- 
macy. Experience not necessary 
but commitment vital. Write to: 

S Franklin, 185 Totteridge Rd, 
High Wycombe, Bucks or phone: 
0494 448146. 


RPG Kent 

Terminally bored 19-yr old player 
of AD&D, Traveller, Call of 
Cthulhu and SF/F boardgames 
would like to get in touch with 
players or clubs in the Folkestone’ 
Canterbury area. Phone: David de 
Vries on Elham 292. 


RPG, Tamworth, Staffs 

Lord Cashtack (leader of men) 
requires dwarves to torment. Vic- 
tims (aged 20+, please) contact: 
Mike on Tamworth 59350 with 
details of wealth, next of kin etc. 
Massacres and tortures a 
speciality. 


RPG Cardiff 

Referee wants some players for 
AD&D campaign. Would also be 
happy to referee games of 
Traveller, Champions, Bushido, 
Boot Hill, RuneQuest, time per- 
mitting. Contact: J M Peterson, 
The Basement Flat, 44 Oakfield St, 
Roath, Cardiff CF2 3RE. 


Postal D&D 

Anyone wishing to play a postal 
game, using Basic D&D rules, 
entitiled The Treasure of Thiel 
should write for details to: Derek 
Gilmour, 20 Wood End, Holywood, 
N Ireland. 


“a 
a 


London Fanzine 

Fanzine starting in SE London. For 
more information send your 
address to: Enquiries, Hesper 
House, Wells Park Rd, London 
SE26 6RQ. 


Gaming Exchange Club 

Sendin your monsters, creatures, 
new weapons, or ideas to the 
Gaming Exchange Club. Games 
included: D&D, AD&D, Traveller, 
Call of Cthulhu etc. \f you are 
interested, send your name and 
address to: Travis LeMaster, RR 4 
Box 328, Alexandria, IN, 

44001 USA. 


Wanted 

Traveller Books 4 and 5, Miniature 
sets 1 and 3, Adventures 1 and 3, 
Supplements 1, 3, 8-11. Good 
prices paid. Write: B Turner, 23 
Ennerdale Avenue, Shadsworth, 
Blackburn BB1 1QD. 


CLUBS 


CENTRAL LONDON 

The London Games Club 
Games: RPG/tabletop games. 
Time: 10am-5pm. 

Dates: February 4th & 18th. 
Place: Conway Hall, Red Lion 
Square, Holborn, London WC2. 
Comments: Everyone is welcome. 
Contact: Clive Bailey, 62 
Tannsfeld Road, Sydenham, 
London SE26 5DG. 


CHARD (SOMERSET) 

Wessex Warlords 

Games: AD&D, RQ (both well- 
organised campaigns) and war- 
games of all periods. 

Time: Mondays, 7-11pm. 

Place: Holyrood School, Zembard 
Lane, Chard. 

Comments: All ages and experi- 
ence welcome. 

Contact: D H Brookes, 90 
Glynswood, Chard, Somerset. 


WREXHAM 

Wrexham Games Club 

Games: AD&D, RuneQuest and 
wargames, others. 

Dates: Jan 14, Jan 25th. 6pm. 
Place: Wrexham Library Rooms. 
Comments: Everyone welcome. 
Contact: P H Davies on Wrexham 
751079. 


ST HELENS, MERSEYSIDE 

St Helens RPG Club 

Games: AD&D, Traveller, Cthulhu, 
anything. 

Time: Alternate Wednesdays 
from 7.30pm. 

Place: Travellers Rest Inn, Crab St, 
St Helens. 

Comments: All RPGs welcome. 
Contact: Mike Willis on Up 
Holland 625574. 


ify 


Whe au’ a 


FOR WAR, FANTASY 
AND 
SCIENCE-FICTION GAMING 


Games 


MAIL ORDER TRADE 
50-54 Manchester St., Unit 20, Merrion Centre, 63 Allerton Rd., 85-87 Victoria St., 89 Victoria St., 
Liverpool L1 6ER. Leeds 2. Liverpool L18 Liverpool L1 6DG. Liverpool L1 6DG 
Tel: 051 236 2605 Tel: 0532 456376 Tel: 051 722 9022 Tel: 051 227 1505 Tel: 051 236 2605 


ROLE-PLAYING GAMES by FGU 


BUSHIDO 


CHIVALRY & SORCERY Second Edition VILLAINS & VIGILANTES 2nd Edition — Boxed set ..............-... £7.95 

cred & Sorcery; 3 volume boxed set Bs 2nd Edition rulebook only ; eeeniaies ao 

C & S Sourcebook: revised edition ; : Crisis at Crusader Citadel — intro adventure se 

C & S Sourcebook 2 supplementary material £4.50 Death Duel with the Destroyers - V & V adventure £3.50 ROLE PLAYING IN FEUDAL JAPAN 

Swords & Sorcerers revised second edition £3.95 island of Dr. Apocalypse - V & V Adventure 00... £3.50 

Bireme & Galley C & S naval combat ...... £6.95 FORCE-V& V adventure ....... oe £3.50 

Castle Pians 25 mm scale castle floor plans £3.75 Opponents Unlimited V & V NPC's and their 

Fortification Plans 25 mm floor plans pA an 5 CORP NIMRIRNI £3.50 

Homes & Hovels 25 mm cut-out medieval buildings £3.95 WILD WEST western role playing 

Towers for Tyrants 25 mm cut-out medieval keep . £4.75 Boxed set rules, maps, charts etc Pascatetaniian £7.50 

AFTERMATH ~ post holocaust rpg. boxed £13.50 Trouble on Windows Peak. Wild West scenario pack ..... £2.75 

Into the Ruins. Attermath scenano book £3.95 BUSHIDO Detailed rpg set in the Land of Nippon 

Operation Morpheus. Aftermath scenario book £5.50 Boxed set, rule books, maps, charts, tables etc en £10.75 

DAREDEVILS rpg set in the 1930's. Valley of the Mists Bushido Scenario pack —.......... ce £3.50 

Boxed Set rulebook, scenarios, ref’s screen . £9.95 OTHER SUNS - Challenging s! rpg 

Daredevils Adventures, book of three complete adventures £3.50 Bed set: 2 rulebooks rets screen and charts £10.75 

PRIVATEERS & GENTLEMEN ~ naval rpg 1755-1820 MERC modern mercenary rpg, skirmish wargame 

Boxed Set rules, charts etc -. £11,50 Boxed set, rules, plastic overlay, charts etc . £8.95 | the game that put 

BUNNIES & BURROWS - rabbit role-playing £3.95 Merc supplement: more rules & SKINS oo... ceeeereseeeee £3.50 the adventure back 

into Adventure Gaming 

GRENADIER MODELS NEW FROM FGU 
Top quality metal figures from the best known miniatures company in the U.S. | DAREDEVILS ADVENTURES 3 - MENACE Another collec- £1 0.75 
and now available in Britain. Below is a selection of their range. SAE for full | tion of exciting adventures tor Daredevils, already one of the 


oa CTH Officially Approved CASINO GALACTICA Even the meanest, hard-biten adve 
ven the meanest, hard-bitten n- 
CALL OF ULHU - ly range. £7.95 per box. turers have got 0 relax sometime. What better place to do #1 


Box 1; Adventurers Box 2: Creatures than the niziest gambling joint in the galaxy? Here's a chance 
DRAGONLORDS Excellent fantasy range. £5.50 per box. for the player to meet some really exotic NPC’, maybe play the 
Pon 1: Wizards Box 2; Box 3: Dwarves Box 4: Hirelings Box 5: | ‘abies and doubtless stumble into some shady activity £3.50 


say Men Box 6: Specialists Box 7: Females 
Box 8: Thieves Box 9: Wizard’s Room Box 10: 


treat yourself to: 
BUSHIDO — THE WAY OF THE WARRIOR 


WAKARIMASU KA? 


TSR UK Ltd. 


| FGU BOARDGAMES (BG) & RULES ) 
: sve £14.50 


Horrors of the Marsh Box 11: Orcs of the ra D& D Basic Set rules, dice, £8.95 AVALON HILL fantasy/sf Soardgames: 
Severed Hand Box 12: Subterranean Terrors | Diadem: Science Fiction BG 7 D& D Expert Set, rules dice, adv £8.95 | Alpha Omega ..... 
Box 13: Adventurers — Golden Quest [Shit ttre othe EET £10.95 | 08 DBasic Rules only £3.95 | Amoeba Wars . 
AUTODUEL — Official Car Wars Miniatures all at | Solony Delta: Science Fiction " fas0 | 280 Exert Aules onl £3.95 | Dragon Hunt 
£3.25 per blister pack. ego ahs D&D Character Records sheets £2.50 | Dune........... 
1. 4 Vans 2. 4 Pick 3.4L Cars 4. 4 Star Explorer. BG Excellent solo £10.95 AD & D Dungeon Masters Guide £9.95 Freedom in the Galaxy 
u® VENs 4. Ups 3. 4 Luxury Cars 4. Archworld: Rules for fantasy battles £3.50 AD&D Players Handbook £8.95 | Magic Realm 
Mid-size cars 5. 7 Compacts and sub compacts | Galactic Conquest: SF RPG rules £2.75 AD&D Monster Manual £6.95 | Starship Troopers 
6. 4 Station Wagons 7. 10 Motor-bikes 8. 4 Odysseus: History based fantasy rpg £3.75 AD&D Monster Manual II £8.95 cone 
ee Mp 9. 10 Side-cars & Turrets 10. 2 Royal Armies of the aga Age R or AD &D Deities + Demigods £8.95 UFO 
Articulated Trucks Starships & Spacemen . AD&D Fiend Folio Fen £8.95 | Wizard's Quest 
Autoduel Miniatures are to 1/180 scale A p & o pager Masi oo) aye Wisard! ‘ r £14.95 
ORE MMaine® "Sion roe #257 |” STANDARD GAMES Aieeerectoe BR) few fet 
$ Ogre Mark V £5.50 (1 ck) 2. 4 Hea & PUBLICATIONS AD & D NPC Character Record sheets £3.50 i ” e798 
Tanke 3. 4 Missile T. per EE 4 GEVs & ie! Cry Havoc — medieval skirmish game £9.95 AD&D DM's Adventure Log £3.50 8.45 
Noabecnalbet le Tanks 4. ashes City of Sorcerers ~ fantasy boardgame .. £9.95 Rogues Gallery NPC stats £3.50 14.95 
Howitzers 6. 4 Mobile Howitzers 7, 5 Light Tanks Starship Captain — SF boardgame £12.95 World of Greyhawk £6.95 £1045 
8.2 Command Posts 9. 4 Combine G The Village — extra map for Cry Havoc £2.85 ‘Amazing’ magazine .. T5p HILL 
AVELLER-Onvcal range. £798 pertox | thetoeel newmapiertn Haws taas | Gre smecae e350 Shootout at OX Galan)" ASQPRANBTITCIS 
i range. £7.95 per box ‘orest — new map for Cry Havoc ¥ BI eac! . 
Box 1: Imperial Marines Dungeon Accessories: box 1 £2.95 B2; B3; B4; BS each £3.95 RIESE 
FANTASY LORDS — new fantasy range all at Dungeon Accessories: box 2 £2.95 M1. M2 b loot eee. oo each £4.50 
£7: r DOX Felt hex — cloth playing surface; blue, sand moDu _ 
Soa tbr ns of the Emerald Idol Box 2; | of green. All with printed hex gnd £12.95 X14; X2; XB; X4; X5; 01 each £3.95 Maree: 
— Rai . lear Plastic Hex Sheet ~ overlay ........... 1. . 
Skeletons — Raiders of the Undead Box3: Elves | Clear Plastic Hex S me om MODULES - Aod&D ¢2.95 | Conflict 2500:" T16 A16 P16 AIS2_...... 
of the Sylvan Brotherhood mene — Neve comipeeane Wan os) ea : £3.50 | Empire of the Overmind:" 48 A48 Atd0 . £21.95 
Tit ins — Old nl ; AAS: C308. Si; 11 eac’ 
Thunde-rin’ Guns West excitement £9.95 Vv 12° TC16 T16 A32 AI32 P32 , 
Speed & Steel — Blitzkreig boardgame ...... £10.95 Hed os Ee Li oe Sook: ease Galery TIGA16 P16 AMG . <t 
NICE DICE PRICE! C1: D1'2; Gi-3: 01; WG4; 13, 14; 12; U3. each £4.50 | Space Station Zulu:* At32 .. 
poppe onhdensd TUNNELS & TROLLS i, ee | Siete aa 
wi ed numera’ ; : : 
Deluxe potyset with inked numerals Peni ef ebb oie bed SYSTEM £3.95 Dragon Magazine £2.50 Vv : + ANB .. 
Fireball polyset Tunnels & Trolis. Boxed Set £6.95 Gamma World: NEW edition £8.50 | GFSSorceress:” Als0 A48 T48 . E 
Or with inked numerals Naked Doom Solo Dungeon £2.25 G W Modules: GW1; GW2, GW3 - @ach £2.95 KEY — "= oncassette; += on disc; P= Pet A= Apple 
Transparent Gem polyset Sorcerer Solitaire Solo " £2.25 G W Mini Module & Referee’s Screen an 11; At= Atari; T= 188 9 re- TRS ; 
th inked Y Boot Hill 3 . numbers= memory required in K. 
Lgolemaferm pr enh ee aby eae | Skies ori ie 00. eek ae 
30 sided dice . Buttalo Castle Solo Dungeon £225 BH Mini Module & Referees Screen i 
? Top Secret {including Module 1) £8.50 
90 sided dics inked eter Os eee Sn eee £3.95 T'$ Modules. TS2, 193: T84 each £295 > 0.0.0.2. 0.0.0.0.0.0.1 
Nickel/Copper Piated other sizes Arena of Khazan Solo Adventure £250 Md ore # Referee's Screen ~~ a BO 
wiereetsare’” BR | SeIGaSe cj cerass meee | MAIL ORDER SERVICE 
s i . tercsleve INQOON ...... i Startront ¢. Module 0) ; 
bee a ener bem Po ad ‘ee gs Dungeon of the Bear Levels 1.2.3 £3.50 SF Modules. SF SF2 aie each £3.95 
Reviews; Miniatures: Computer games; Letters.” | uncle Uglies Underground £1.50 | SF Mini Module & Referees Screen £2.95 * AVERY FAST TURN ROUND 
The Space Gamer Issue 65: pehees in TET Circle of Ice Solo Adventure Dawn Patrol £8.50 * POST PAID ON ORDERS OVER £6.00 
Star Fleet Battles: Cham, x PMB ti r Abyss Solo Adventure 75p Fantasy Forest . 4.95 * INFORMATIVE FREE NEWSLETTER 
; pions review; PMB update; | Goblin Lake Solo Adventure 75p Endless Quest Books - Cah 95p * SPECIAL OFFERS 
Catacombs of the Bear Cult 1 .... £3.00 Ares (S F/Fantasy mag + game) £3.95 * TELEPHONE ORDERS 
Sea of Mystery Solo Adventure iret aaa eS BY CREDIT CARD 
Grimtooth’s Traps Game aiid oo... ce £3.75 ENDLESS GAMES ; 
Deathtrap Equalizer Solo Dungeon £3.30 Floor plans for 15 or 25mm fi Details of how to order are given elsewhere on 
Biue Frog Tavern Solo Adventure .. £2.50 Plans ~ Labyrinthine £3.99 this page. Why not give us a try — you probably 
Misty Wood Solo Adventure 0... £2.50 Plans — Spacious £3.99 deserve a pleasant surprise. 
City Book Aid for all FRP systems... £7.50 Cave Plans ~ Tortuous _....... . £3.99 
Sorcerer's Apprentice Magazine .... ., £1.75 Cave Plans — Cavernous £3.95 
Grimtooth’s Too Gai id Vol2 .... £3.75 
Gamesmen of Kasar £3.00 | HERO GAMES bo. 0.0. 0.9.0.0.0.0.9.8.: 
WHY NOT ORDER BY TELEPHONE USING . nr papanvetra celica ecard oy 
pondeagerehat hme tniper heebe STEVE JACKSON GAMES Enemies = NPG Opponents, for Champions £4.50 
save the trouble of sending a letter and Car Wars: motorised murder and mayhem .. £3.95 Enemies li— more opposition ............. ce £4.40 TRADE ENQUIRIES 
cheque. Car Wars Exp Kits: 1;2;3;4 ........... Island of Dr. Destrayer — Champions moduel . £3.95 N THIS PAGE ARE 
We: PREFER | THiS METHOD: Ww cite Nee. CW rp adventure oo... Escape trom =Champions module.£4.50 we a aeete THE TRADE 
HIS Mi 1D. We can try to tuck Stop: CW big rig supplement ., ~spy > . £10.95 
answer any queries and you will also be sure you Car Wars Ref Screen .......... Beocor c -£ adventure £3.95 SEND FOR FULL LISTS 
are getting exactly what you want and sooner Autoduel/Champions: rulebook ....... Deathstroke pe t 
normally by return of post. Autoduel Quarterly: Car Wars mag 
P&P: UK & BFPO: Order value over £6.00 — free fe: classic game of super tanks 
Up to £6.00 add 25p GEV: expands upon the Ogre idea 
OVERSEAS: Charged at cost. Please allow for | Battlesu't: power armoured infantry 


this in your order. If in doubt write or phone. 
OVERSEAS TRADE ORDERS WELCOME 


liluminati: the stealthy alternative .. 
liluminati Expansions 1 & 2: each 
Necromancer: wizard combat 

CB Heroes: latest releases 


Please mention White Dwarf when replying to advertisements 
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{> RIEDER ii DESIGN 


GAMES ROOM _ 


MAIL ORDER and RETAIL SHOP 


BRING YOUR GAMES INTO 
THE THIRD DIMENSION NOW! =" : 
Each room and passage complete with detailed sto 
worked dungeon walls and realistic flag-stoned floors. 
Hand-cast in resin, and carefully designed to comprise a 
re-usable modular dungeon system. For more details, 
plus FREE SAMPLE DUNGEON DOORWAY. Send SAE 
now to: TORCHLIGHT FANTASY PRODUCTS (Dept. W), 
23 CLIFFTOWN ROAD, SOUTHEND-ON-SEA, 

ESSEX SS1 1AB 

TRADE ENQUIRIES WELCOME 


hay 
A 
iS 


OK 


SII SII OOSSIOIIGA 


MAIL ORDER SERVICE AND CLUB DISCOUNT SCHEME 


BACK ISSUES 


Remember — back issues of White Dwarfgo fast. There are only 
limited stocks of the following back issues still available: 


A. DRAGON RING i lid bi CKO SIIVEL ..-seneresocorre Pa ae Steen Te IO £3.95 . 
B. EAGLE RING in solid bronze or nickle silver (not illust) GE Ray T= Nos: 30, 31, 32, 34, 36, 37, 38, 39, 41, 43, 45, 46, 47, 48, 49 
. : in antique ew ler m long and complete with chain .......... ‘] . . 

= HAND OF DEATH PENDANT in aritiqued pewter om long complete with chain (not lust} £2.95 UK & Ireland: £1.00 each (75p + 25p); urope ( ir) an 
F. CHAOS RUNESWORD PENDANT in antiqued pewter, 6cm long and complete with chain . £2.95 elsewhere (Surface): £1.50 each ($3.00); USA and elsewhere 
G. “THE TEMPTRESS™ BELT BUCKLE in antiqued pewter to fit a 12” wide belt (Ai ): £2.20 ch ($4 00) 

This is a LIMITED EDITION of 1,000 individually numbered pieces 0... £5.50 ir}: 20 ea - . 

ALL POGT FREE. CHEQUES payable to RIEDER DESIGN please Piease make your cheques/PO (no cash accepted) payable to 
CATALOGUE for W. Ss Fiction * Fantasy * Rol G * Figures & Model 
* Paints & Accessories * Family Games * Sports Games * Chess * Traditional Games * Jigsaws * Games Workshop Ltd., and send them to Games Workshop Ltd., 
Magazines * Puzzles * Computer Software. Send an SAE and 20p in stamps 27/23 Sunbeam Road, London NW10 6JP. 


DISCOUNTS: Mail order and visitors receive a discount card worth 72%. Clubs & schools on application, 
may have a discount card worth up to 15% on bulk purchases. 


GAMES PEOPLE PLAY 
The Gamers Games Shop 


Now opens a complete games shop... Games People Play. 
Come in and you'll find a great selection of games. 


Avast range of board conflict and computer games. 
Stocks of figures by Chronicle, Essex, Jacobite, 
Tabletop, Oracle, Citadel, Sky trex and others. 
ensington Palace Gardens A large selection of rules, reference books, magazines 
TUBE: Notting Hill Gate (200yrds) and accesories. 
Circle, Central & District lines. e All major and most minor role playing systems. 


MAIN LINE: Te 
pe hora 752 re A.&88 e 3D Dungeons by Torchlight & Otherworld Artifacts. 
( Well n Terrace isa parade f shops. At Games People Play you'll meet a knowledgeable staff to 
RV VEE EES 2 pe oe ) help and advise you. %8 come to see on: Wageaple 


gamers games shop. 


5 Wellington Terrace, Notting Hill Gate See ted 


Official London London W2 Tel. 727-9275 MAIL ORDERS 


agents for 
JACOBITE WELCOMED 


MINIATURES om OPEN FROM lam. to6pm. MON-SAT | 
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litted and the evil wizard 
was gone, the people of 
the north were left to 
examine the ruins that was 
once a mighty fortress. 
Again they looked to the 
Game Master of Edinburgh 
to help them, and again he 
came to their aid. Soon 
huge carts were seen 
rolling slowly north pulled 
by teams of straining 
oxen, each laden with 
boxes of D&D, 
RuneQuest, Traveller, 
Call of Cthulhu, Judge 
Dredd, Warhammer, 
Battlecars, Talisman, 
Squad Leader, Up Front, 
Citadel Miniatures, 
Kingmaker, Car Wars, 
White Dwarf and Star 
Fleet Battles. 

The people were saved. 


A new shop name in 
games, but with years of 
experience behind it. 
Now open at: 

13 Forrest Road, 
Edinburgh EH1 2QH 
(Tel: 031 226 3354) 

97 Pilgrim Street, 
Newcastle-upon-Tyne, 
(Tel: 0632 322418) 

536 Great Western Road, 
Glasgow G12 8EL 
(Tel: 041 334 1583) 


Please mention White Dwarf when replying to advertisements 


nd after the clouds had 


GAMESMASTER j 


plus new supplements for 
Traveller, Star Fleet Battles, 
Call of Cthulhu, Car Wars, and 
more at these shops in February: 


BERKSHIRE 


SLOUGH 

RITZ TOYS 

100 Queensmere, 
Slough 


Open Monday-Saturday 


Large selection of D&D, RuneQuest, 
Traveller and Citadel Miniatures 


BUCKINGHAMSHIRE 


HIGH WYCOMBE Tel: (0494) 41717 
NOT JUST STAMPS 
17/19 Crendon Street, 
High Wycombe 
Open Mon-Sat 9.30am-5.30pm 
Closed all day Wednesday 
STOCKISTS OF ALL 
FANTASY AND WAR GAMES 
MAIL ORDER (Lists on request) 
Discounts for clubs, 
and player contact board 


CLEVELAND 


MIDDLESBROUGH 
GAMES STORE 

161 Linthorpe Road, 
Middlesbrough, Cleveland 


Open Mon-Sat 9.30am-5.30pm 


Tel: (0642) 247553 


Discount scheme for Clubs and Games 
Groups, plus player contact board 


‘HAMPSHIRE 


SOUTHAMPTON 
PASTIMES II 
East Street Shopping Centre, 
Southampton 


Tel: (0703) 21789 


Open Mon-Sat 9.30am-5.30pm 


Largest choice of games in the area 


HEREFORDSHIRE 


HEREFORD 

D&D Models 

23 Church Street, 
Hereford 


Tel: (0432) 5879 


Open 9.00am-5.30pm 
Thursday close 2.30pm 


LONDON 


LONDON 

GAMES WORKSHOP 
1 Dalling Road, 
Hammersmith, London W6 


Tel: 01-741 3445 


Open Mon-Sat 9.30am-5.30pm 


SPECIAL LATE NIGHT OPENING 
TILL 7.30 ON THURSDAYS. 
Discount scheme for Clubs and Games 
Groups, plus player contact board. 


GREATER MANCHESTER 


MANCHESTER Tel: (061) 832 6863 
GAMES WORKSHOP 

162 Marsden Way, 

Arndale Shopping Centre, Manchester 


Open Mon-Sat 9.00am-5.30pm 


Discount scheme for Clubs and Games 
Groups, plus player contact board 


MANCHESTER 
ODYSSEY 7 
Science Fiction Bookshop, Unit 7, 

First Floor, Manchester University Precinct 
Centre, Oxford Road, Manchester 

Open Mon-Sat 9.30am-5.30pm 

Specialists in SF Books, Film, TV, American 
Comics & related items. FGU Games, Chro- 
nicle Miniatures, Gem & Fireball Dice. Large 
premises. The Precinct Centre is just 2 mile 
down Oxford Rd. at junction of Booth St. 


WEST MIDLANDS 


BIRMINGHAM Tel: (021) 632 4804 
GAMES WORKSHOP 

Unit 37, Birmingham Shopping Centre, 
Birmingham B2 


Tel: (061) 273 6666 


Open Mon-Sat 9.30am-5.30pm 


Discount scheme for Clubs and Games 
Groups, plus player contact board. 


Tel: (0203) 24612 


Shambles Arcade (inside) 
21 Hales Street, Coventry 


Open 9.00am-5.00pm. Closed Thursdays 


Discounts to students for orders over £5.00 


NORFOLK 


NORWICH 
THE GAMES ROOM 
29a Elm Hill 


Tel: (0603) 28140 


Open 9.30am-5.30pm 
Monday-Saturday 


East Anglia’s Favourite Games Shop 


NOTTINGHAMSHIRE 


NOTTINGHAM Tel; (0602) 585744 
GAMES WORKSHOP 

41a Broadwalk, 

Broadmarsh Centre, Nottingham 


Open Mon-Sat 9.30am-5.30pm 


Discount scheme for Clubs and Games 
Groups, plus player contact board. 


SOMERSET 


KRACiypRs 
GAMES SHOP 


8% Bath Place Taunton 
Tek: 86606 


STAFFORDSHIRE 


STOKE-ON-TRENT 
FANTASY WORLD 
10 Market Square Arcade, Hanley 
(opp. Lewis's), Stoke-on-Trent ST1 1NU 
Open Mon-Sat 10.00am-5.30pm 
(Closed all day Thursday) 


Tel: (0782) 279294 


As well as Role-playing games, Rule Books & | 


Miniatures, our 2 floors stock Sci-Fi paper- 
backs, Comics, Rock books & Film mags. For 
directions & map see our full page ad. in WD 
43, or else send SAE requesting directions. 
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SURREY 


CROYDON 

PAT’S TOY SHOP 

2 Ye Market, 

Selsdon Road, 

South Croydon, Surrey 


Tel: 01-688 6542 


Open 9.30am-5.30pm 
Closed all day Wednesday 


SWANSEA Tel: (0792) 52877 
SWANSEA MODELS & HOBBIES LTD. 
Plymouth Street, 

Swansea SA1 300 


Open Mon 9.30am-5.30pm 
Tue-Sat 9.00am-5.30pm 
Open till 6.00 Fridays 


Mail Order a speciality 


YORKSHIRE 


DONCASTER 

THE STAMP CORNER 
27 Scot Lane 
Doncaster 

Yorkshire 


Tel: (0302) 23623 


Open Mon-Sat 9.30am-5.00pm 
Thursday 9.30am-1.00pm 


SCARBOROUGH 

THE STAMP SHOP 

34 St. Nicholas Cliff, 

Scarborough YO11 2ES 
Open Mon-Sat 10.00am-5.00pm 
10.00am-12.30pm Wednesday 


Tel: (0723) 65221 


AND ALSO AT: 
HOBBIES 15 Hanover Road, Scarborough 
Open Mon-Sat 10.00am-5.00pm 
Closed Wednesday 


LEEDS Tel: (0532) 692617 
MAGPIE MODELS & COLLECTORS SHOP 
4 Regent Street, 

Chapel Allerton, Leeds LS7 4PE 


Open Mon-Sat 9.30am-5.30pm 


Mail Order available on Games, Figures 
and Accessories 


SHEFFIELD 

GAMES WORKSHOP 
95 The Moor, 
Sheffield 


Tel: (0742) 750114 


Open Mon-Sat 9.30am-5.30pm 


Discount scheme for Clubs and Games 
Groups, plus player contact board. 


OTHERWORLD ARTIFACTS 

* NEW SETS * 
Set 7: Magician’s Tower - free standing 1514” high, conical 
roof, balcony wees £15.00 inc. p&p 
Set 8: Fortified Manor House - towers, turret, gateway, 
fortifications. House has removable roof and first 
floor. (Includes full assembly instructions) . 


. £75.00 
inc. p&p 
Send 25p for more details about these new sets (not yet in 
catalogue). For more information about the rest of our 
25mm scale building accessories, send 75p (no coins) for 
our catalogue to: 

Otherworld Artifacts, Westmount House, 

49 Kingston Lane, Southwick, W. Sussex 

Tel: Brighton 595353 
Please allow 28 days for delivery. 

Access/Barclaycard accepted. Trade enquiries welcome 


“Gameskeeper 


105 COWLEY ROAD, OXFORD 
TEL: (0865) 721348 


ESDEVIUM GAMES 


LOW COST MAIL-ORDER SPECIALISTS — 


Come to Esdevium Games and see the best 
display of games in the country. 
Open 5 days a week (closed all day Wednesday). 

Fastest telephone mail order service. 


Some of our special lines . . . 


RAGNAROK ENTERPRISES. As their UK agents we now stock all their products... 
The new RPG system, justly praised for emphasis on role-playing development and 
realistic world design. For more experienced gamers... 

YSGARTH RULE SYSTEM: Set of 6 books: Fantasy Character, Battlecraft, Arts Arcane, 
Holy Orders, Fantasy World, Last Song of Hergest (Adv): ........ 
SUPPLEMENTS: (Wine of the Moon, Creatures Fair and Fell) 
VRS RECORD SHEETS: os..scccecessssssessossnssnescecsoncresevesonesvese 
BOXED YSGARTH: (Rules set, Char Sheets, 2 Supp!) .. 
MINI-SYSTEMS: Ideal for any FRP system. 1: WERES 75p; 45. 
RAGNAROK have produced three series of adventures/scenarios suitable for YRS or 
D&D. All self-contained at budget prices. 

YSGARTH ADVENTURERS: on the low-entropy world of Ysgarth 3: Baelnok and 

Te eh Lor f MERE Be Rear idan WOO Pa ener Ea ed ARTS Re SET RR Fa OR RO ROE EAS each 99p 
JAHANNAM/WYRDWORLD: Set in a medium entropy world parallel in background to 
the Middle East of the Middle Ages. 1-5 each £1.45; 6, 7 99p each. 

UTTGART: Set on this high entropy world 3 titles 
ABYSS: is one of the leading small US ‘zines. Iss 15-24 


THE DRAGON TREE 
Especially for all DMs who want to make their adventures interesting and intelligent. 
HANDBOOK OF TRAPS & TRICKS: Over 100 ready-to-play traps & tricks of a wide 


UATISTY BING LYE OF TOTTI IEG se niinncncyns svespessccssoccasscvensazsesncesestansetiebeecapeesteptsesiiartpiae £5.95 
DRAGON TREE SPELL BOOK: Some 225 spells, zero to 10th levels, wide in range 
BRON I oases ns so rcpnvcorsee cin srvecnnsvenynqunvasshsencopns ene sphecpeipnen)sasurcsdiebenshdobdeuk doptoobensksbtavene® £4.95 


BOOK OF ARTIFACTS: 200+ treasure/artifacts with users, use, misuse, prices 
powers and occurrence 
MONSTER FILE Vol 1: Let your players see the Deast .......-...-.-scecesesesteeetensescsesness £4.50 
AMAZON MUTUAL & DESERT PLOTS: new adventures and scenarios ...... 


ESDEVIUM GAMES (W11) 
185 Victoria Road, Aldershot, 

Hants GU11 1JU 

Tel: Aldershot 311443 

(Shop hours) 

Farnham 722269 (other times) 

NO POSTAGE ON MANY GAMES FOR 
REGULAR CUSTOMERS. 


These are just some of our games. Our 
catalogue contains details of virtually all 
games available in the UK. Send 16p in 
stamps & 17p SAE (overseas 4 IRC) for a 
copy (free with orders over £5). 


Telephone Order with ACCESS 
Payment in € Sterling please. 


POISON DWARF GAMES 


Mail Order Only 
PO BOX 34, LEIGHTON BUZZARD, LU7 8SJ 


Role-Playing Games CRY SETS ccc c5 acs alow as & £3.50 CN OP PRA: 05s cia pases ane £5.25 
Dungeons & Dragons Sea of Mystery ........... £2.20 Cultsiof Terror oc: i scacesus ems £6.90 
Basic'Set's. cis cis aces Ss £7.90 Blue Frog Tavern... ....... £2.20 RuneMasters... 0. 6. ce es £4.20 
Basic Rulebook. .......... £3.50 Sewers of Obiivion.......-. £2.70 PING OR ace acta aha Si evettieee ate £4.20 
Expert'Sétais ci a Scirere U8 £7.90 Death Trap Equaliser........ £3.20 Trolipak.. 2.22 Se eee £12.60 
Expert Rulebook.......... £3.50 Catacombs of Bear Cult ...... £2.70 
Modulé'-Bt 22 5s oe he wins £3.20 Naked DOO) 5 sis ssetaie-ociers £2.00 RuneQuest Scenarios 
RABHOBI BES a vais) one arse eis sos £3.50 Sorcerer Solitaire. ......... £2.00 Gaastword) soos os sien 3 £11.60 
NIG ONB SS 55 sts teri clancianane a £3.50 WVGITEINNGHIO: cho sc. 5 cere doyeiicnd a £2.00 
WENGE Sn. sc ere ctteror G18. alle & £3.50 Buffalo Castle 26 oe oye wiene: ase. £2.00 RuneQuest Boxed Figure Sets 
WIGGUIEI RT iene wom suse ere aes £3.50 OVORHE: sfavsneve wus Ga enevanae s £2.00 Set 1: Humanoid Adventurers. . . £3.20 
Module: XO. es cs cise as as = £3.50 Sword for Hire ........... £2.20 Set 2: Adventurers ......... £3.20 
Caverns of Thracia......... £4.50 EabUriNUiGs cntasd cc. tia cates £2.00 Set 3: Attack of the Broo ..... £3.20 
MEDORN Bicne vie Siewastsl es 5 £4.50 Area of Khazan........... £2.20 Set‘4: Broo ios... s ea arenes £3.20 
Wedel\Manor:. gis cia were a 5 £3.50 Beyond the Silver Pane. ...... £2.70 Set 6: Humanoids & Aldryami . . £3.20 
Spies of Lightelf........... £3.50 Dargon’s Dungeon ......... £2.70 Set 7: Flying Creatures....... £3.20 
Mines of Custalon.......... £2.70 NISC WOGO Soa es oe steele 5 £2.20 
Book of Treasure Maps-1.... . £3.20 Uncle Ugly’s Underground... . . £1.35 Judge Dredd Game and Books 
Book of Treasure Maps-2..... £2.20 Dungeon of the Bear Book... . . £3.20 Judges Dredd:s = ss5 os. sw aces exe £6.30 
Skulls + Scrapfaggott Green... . £2.20 dudge Dredd Vol 7... -5 ewes £2.95 
WISER Tg on ioie ios apguscionetere. wie 0 £1.80 Traveller 
Gencon XI Dungeons. ....... £1.80 Soitter- EGHOAs sicis. oe. scorer = £6.95 Other Games, Workshop Games 
Thieves of Badabaskor....... £1.80 Deluxe Boxed Set. § Weis 6 EEO Apocalypse! o.oo. 66 wees me £5.75 
Citadelof Fires. ij-c cscpetsus em 2 £1.80 Book 0: Intro to Traveller 5 awletstie £2.70 Doctor WO... s25 36 ose See c carers £5.75 
Frontier Forts of Kelnore.... . £1.80 Book 4: Mercenary......... £2.70 Valley of the Four Winds ..... £5.00 
Under the Storm Giants Castle . . £1.80 Book 5: High Guard ........ £2.70 WUASIOOK, ursia arene: sce aie. crete) wide £5.00 
Sword of Hope. a5 s-2058 Ss « £1.80 Supplements 1to4 &6to9... . £2.00 CHNEMS 825 pe aleies, 6, oH eee £4.20 
Tower of Ulission.......... £1.80 Adventures1to8.......... £2.00 Quirks Expansion Kit? ...... £3.20 
The Dragon Crown. ........ £1.05 Double Adventures 1to6..... £2.00 Quirks Expansion Kit2 ...... £3.20 
Tunnels & Trolls RuneQuest 
Tunnels & Troils - Boxed Set . . . £6.25 BGxBC RUNG SEE occ ccre ane wriezexe £7.90 
Tunnels & Trolls Rule Book. .. . £3.50 RuneQuest Rulebook. ....... £5.25 


Cheques: Make payable to Micromail Ltd. 
Barclaycard & Access welcome 


Please mention White Dwarf when replying to advertisements 


Mail Order: Please add 50p to all orders for p&p in the UK (30%) for overseas) 


Standard Games 

and Publications Ltd 
Arlon House, Station Road, 
Kings Langley, Herts. WD4 8LF 
Telephone: 092/77 68328 


Dungeon Accessory Pack I. £2.95. 

Boxed with full colour illustration. Contains 12 sheets of illustrated card of flooring, stone, bare 
ground, wood, steps, corridors, pits, grills, 1 sheet of graph paper for mapping. 

Dungeon Accessory Pack Il. £2.95 

Boxed with full colour illustration. This pack is designed to expand your adventure, includes, 

boats, rafts, trees, doors, windows, table, chairs, beds, treasure, skulls, swords and many more 

items in this pack. 12 sheets, 1 graph paper. 

Jumbo Hex Pad £2.95 


Size 17” x 25” of large consecutively numbered hexes suitable for campaign mapping and 
expanding on commercially produced board games, contains 10 sheets. 


Felt Hex £12.95 

Playing surface for role playing and the wargamer. One inch hexes printed on high quality felt, 
6’ x 4’ colours green, blue, sand, black. 

Plain Felt £5.25 per metre, 72 inch wide, colours green, blue, sand and black. 

Hex Paper Pad £1.95 

For all mapping needs also useful for role playing adventures. Size A4 Pad containing 50 sheets. 
Macro Hex Pad £1.95 

A hex paper with a large hex overprinted, enabling an area from a campaign map to be blown 
up and drawn in detail. 50 sheets. 


Jumbo Hex ‘Clear Plastic £1.80 

This is a sheet of clear plastic for use as an overlay 

Size 17” x 25” can be used over and over again. Hexes are numbered consecutively. 
Jumbo 1” Square £2.95 

10 sheets 17” x 25”, 1” grids printed on parchment paper with air brush terrain 
Campaigns in Focus £9.95 per set 

40 pictures, full explanation on rear Vol I The Crimean War, Vol Il The 2nd Afghan War 1879 


Role Playing Character Pads £1.95 

50 Ad sheets of paper suitable for Dungeon 
Adventure. Saves hours of writing. 

Cry Havoc £9.95 

Medieval skirmish game of knights, 
peasants, bowmen. 

Starship Captain £12.95 

Science fiction game, 9 playboards, realistic 
action. All components sold separate £2.85. 
City of Sorcerers £9.95 

Fantasy adventure game in two parts. 
Siege (New!) £9.95 

Companion game for Cry Havoc with 
compatible scenarios. Maps and counters 
sold separate £2.85. 


I enclosed cheque/P.O. ......-.-0000eee05 


Thunde-rin-guns (New!) £9.95 
Role playing game set in the wild west. Full 
colour illustrated characters. 


Speed and Steel (New!) £10.95 
Set in Europe in late 1930's early 1940's. 


Card Warriors £2.00 per sheet 

Full colour figures to aid role players and 
wargamers. 

DA1 Saxon Army, DA2 Norman Army, 
F1 Dungeon Adventure, F2 Savages and 
Swordsmen, US1 Union Infantry, 

US2 Confederated Infantry, US3 Union 
Cavalry, US4 Confederate Cavalry, 
USS Civil War Artillery. 


Send to the above address. Postage and package free U.K. only. Overseas add 15% to the total 
cost. For free brochure please send s.a.e. ACCESS taken. Trade enquiries welcome both U.K 


and abroad. 


TOWN NATHAN 
Dragon| Last 
Byte Chance 


Home Computers, 10 Ash Road 
Software and Games Headingley, 


5la Queen Street, mies 
Morley, 


Home computers, software, 
Leeds 


board games, role-playing 
tel: 05352 522690 games and books 
ZXSPECTRUM 


now under £100 At Last’s place we make 


you offers you can't 
refuse 


Ring for more information 


and now open at:- 
Hieromans Dell 


89 Pendas Way 
Leeds 15 
Tel: 641855 


We’re worth a visit because :- 


*We've the biggest range of Citadel figures for 
leagues around, 


*We’ve board and adventure games for all ages 
from TSR, Games Workshop, Avalon Hill, 
Victory Games, GDW, Yanquinto etc. etc. 


*We've probably the best range of software in 
the North - and we’re improving all the time. 


*We've a growing range of computers, periph- 
erals, upgrades and books. 


THE ROLE-PLAYING GAMES MONTHLY 


needs you... 


12 MONTHS SUBSCRIPTION RATES: 
UK & Ireland £10.00 
Europe (Air)/USA & Elsewhere (Surface) £17.00 ($31.00) 
USA & Elsewhere (Air) £25.00 ($45.00) 
6 MONTHS SUBSCRIPTION RATES: 
WHE Sl ireland £5:50 sisccisceaccsscsvassssiscessccscanciesesbsrapsesiieciecestcn cab tosesscivensevascasis 
Europe (Air)/USA & Elsewhere (Surface) £9.00 ($16.50) ..........0:csseseees 
USA & Elsewhere (Air) £13.00 ($23.50) 
SAMPLE ISSUES: 

UK & Ireland £1.00 (75p + 25p p&p) 
Europe (Air) & Elsewhere (Surface) £1.50 ($3.00) .. 
USA & Elsewhere (Air) £2.20 ($4.00) ...........::cccccececeereteeessesseseenecsereeeeseeenee 


Ut 


| wish to begin my subscription with the current issue ..............:0e000 oO 


Please make your cheques/POs payable to (no cash accepted) Games 
Workshop Ltd., then send them to WHITE DWARF SUBSCRIPTIONS, 
GAMES WORKSHOP LTD., 27/29 SUNBEAM ROAD, LONDON NW10 6JP. 
VISA (Barclaycard) & ACCESS card holders can subscribe by telephone on 
01-965 3713. 

PLEASE PRINT CLEARLY IN BLOCK CAPITALS 


Please mention White Dwarf when replying to advertisements 


\ Visit South Bedfordshire’s 


Games Shop Back Issue Sale 


White Dwarf 


rent Issue to #17, 15, 14, 13 


We stock Dungeons & Dragons, Runequest, 
Traveller, Space Opera, figures by Citadel and 
Chronicle, and much, much more 


$3.00 


All orders outside North American please include 


$1.00 postage and handling per magazine. 
Money Orders and personal checks gladly accepted. 


Please U.S. Currency only 


AMERICAN CREATIVE GAMES, INC. 
P.O. Box 126 
Mount Prospect, Ill. 60056 


38 West Stre 


denizen 25mm fantasy 


NEW RELEASES: 
FA27 Orc Guard with mace and shield. . 
FA31 Legion of the Damned Axeman... 
NEW ADVENTURER FIGURES: 
FA28 Ranger with bow 
FA29 Elf Adventurer with bow 
and two versions of our new Dwarf: 
FA30a Dwarf Adventurer with axe..........35p 
FA30b Dwarf Adventurer with hammer 35p 
p&p add 10% (minimum 25p) . SAE for full list 


DENIZEN MINIATURES 
4a Powis Square . BN1 3HH 


In America: PRESTIGE MINIATURES LTD USA, 
488 Rustic Drive . Wheeling . [L60090 


et, Dunstable. Telephone: (0582) 606041 


THE ONLY PLAN SYSTEM FOR THE DISCRIMINATING FRP GAMER 
— WITH NATURAL CAVES & CAVERNS AS WELL AS DUNGEONS RN 


In four complementary but independ ayrinthine 
acious Dungeon 
h containing twenty full-s 

pre-drawn ready-to-cut 


endless passages. spa 


% infinite variety and size of space 

* compatible with all FRP games 

*% to scale for 15mm and 25mm 

* controls the effect of light 

% for random or pre-designed play 

* eliminates the perfect memory effect 
* can be used again and again ~ and again 


ENDLESS PLAN 


Brighton . Sussex . 
(DUNGEONS 
AND CAVES) 


TABLETOP GAMES 
53 MANSFIELD ROAD, 
DAYBROOK, 


ADVANCED LASERBURN 


LASERBURN AND ALIENS 


NOW A COMPLETE SCI-Fl COMBAT 
& ROLE PLAYING SYSTEM 


Send SAE for 24-page catalogue 


REAPER 15mm FANTASY 


NOTTINGHAM 

10% P&P 

Min. 16p in U.K. 50p Surface Mail 
Overseas 

Add 60% for Air Mail 


LASERBURN RULES (basic 
rules) adedec £1.85 
FORCES OF THE IMPERIUM ...... £1.60 
IMPERIAL COMMANDER (military 

combat rules) £1.85 


STARTER PACK 

Rules — Bunker 17 
15mm figures 

and dice £7.45 (inc. P&P) 


RECORD SH 
Pad of 50) 


EETS 


INCLUDES MORE ADVANCED RULES 
FOR LASERBURN AS WELL AS 
DETAILS FOR 5 ALIEN RACES 

£1.85 
SEND SAE FOR LIST OF 15mm ALIENS 


£1.95 ROBOT BOOK ............ £1.85 


CHARACTER 
FIGURES 11p each 


Fl Magic User w Statf 
F2 Magic User w'Wand 
Cleric in Chainmail 


Assassin 

Bard 

Fighter in Chainmail 
Female in Plate 
Female Magic User 


Female Fighterir 
Chainmail 

Female Fighter in 
Plate 

Dwartin Chainmail 
with Axe 


Dwart in Platew Axe 


Dwarf in Chainmail 
with Sword 
Dwarf in Plate with 
Hammer 

Elf Magic User 

Elf Fighter 


DEMONS 
Winged Fiend 


Satanic Archdeacon (40mm) 


Balrog (35mm) 


Minotaur 


GOBLINS 

Standard Bearer 
Advancing + Sword 
Attacking + Sword 
Attacking + Axe 
NEW Chariot 


MONSTERS 


Trot! (25mm 
Ghoul 

Skeleton Warrior 
Liche 

Lizardman with Cl 
Lizardman with S 
Naga 

Gargoyle 
Wyvern 


Knight of Chaos 


GIANTS 

Hill Giant (30mm 
slant (40mm) 
Giant (50mm 

Stone Giant 140mm) 

Ent 


DRAGONS 
Red Dragon 
Black Dragon 


FLYING REPTILE 

With Lord of 

Chaos Rider £1.50: 
(or Knight of Chacs Rider! 


60p 


REAPER 


Revised edition of the most popular fantasy 
wargame rules £2.75 
Attack of the Fungoid Trolls 75p 
The first scenario for Reaper 
Reaper Starter Pack 


Basic rules. 


£1250 
eand two small 15mm fantasy 
forces 

Reaper Armies £9.60 (inc. P&P) 

Good 


1) Schonestaat Militia 


FANTASY & ROLEPLAYING RULES 
Monster Combat (T,T.G 

¢ Upon a 
Volumn 4 of above 
Rudis |Giaditorial) 
Retinue (Med, Skirmish! 
Heroes [Dark Ages 
Pony Wars (indian fights: 
S.F. RULES (TTG) 
Combat 3000 

mbat 3001 ifor above} 


0 nd (Fighter Combat) 
1 |Space Action) 


NEW LASERBURN FIGURES! ! 


123 SENTINEL LAW OFFICER 

124 FEMALE SENTINEL LAW OFFICER 

320 SCOUT WITH GRENADE LAUNCHER 

321 IMPERIAL ASSAULT SCOUT 

322 IMPERIAL GUARD IN POWER 
ARMOUR 

417 DISCIPLE IN POWER ARMOUR 


Please mention White Dwarf when replying to advertisements . 


LASERBURN 
SCENARIOS £1.50 EACH 
BUNKER 17 

TARIM TOWERS HEIST 
SEWERVILLE SHOOT OUT 
SEA PRISON SIEGE 


‘15mm LASERBURN FIGURES 


(10p EACH UNLESS STATED) 
ache bp & STAR SOLDIERS 
OHicer + Pistol 
+ Riot Gur 
Law Officer on Patrol Bike 130p) 
Patrol Bike onty (25p) 
Adventurer with Pistol 
Heroine with Piss 
ith Sword Pistol 
turer with Rifle 


ivilian (Standing) 
Civitian Walking 


STARSHIP CREWS 


stip Crewmen 


~ Laser Pistol 


Space Suited Fig, + Laser Rifle 


IMPERIAL TROOPERS 
300 With Bolt Rife 
With Heavy Bolt Rifle 
Black Guard Trooper 
Black Guard Officer 
Officer 
nior Officer 
in Grenade Launcher 


ersion Beam Projector 


With Rapid Fire Bolt Gun 
In Power Armour(12p) 


ewman, standing 
Trooper Crewman, sitting 
n Power Armour + Support 
Bolter (12p) 
In Power Armour + Plasma 
Gun (12p] 
Imperial Combat Scout + 
Bolt Gun 
Imperial Fast Soout Bike (35p! 
Scout Bike only (30p) 
onversion Beam 


Heavy 


REDEMPTIONIST REBELS 


400 With Force Sword & Pistol 


408 With Auto-Lass 
496 WithHea 
407 Warrior Lo 


with Power Axe 


Redemptionist Trike with 2-man 
crew (50p! 


O84 Trike only (35p} 


Trike Gunner only 
Redemptionist Command Trike 
(50p) 
arrior Lord with Power Sword 
andSunG 
Redemptionist Crewman 
standing 
sabove, but sitting 
ted Redemptionist Trooper 
nplonist ut Skimmer 
with 2-man crew {£1.00} 
Redemptionist Scout Attack 
vehicle + 2-man crew {£1 15) 


MERCENARIES 


500 


505 


506 


Officer with Pistol 
With Assault Rifle 

With Machine Gun 

With S.M.G. 

With Auto-Laser and Jet Pack 
in Dreadnought Armour (20p) 
In Power Arrnour (15p} 


IMPERIAL 15mm VEHICLES! 


Scythe Class Squad Transport 


Jeteopters 


£1.95 


Glaive Class Squad A.P.C.S 


£1.25 
£1.25 
£125 
£1.25 


Wheeled: Gla ve 
Tracked-Glaive 
Scorpion 12-man Air 
Assault Vehicle 
Partizan Scout Vehicle 
(mperial Scout 


ROBO TURRETS 
{extra weaponry for all vehicles) 


voo1 
yoo2 
Vv003 
voos 


Heavy Laser Turret 
Missile Launcher Turret 
Ptasmma Gun Turret 
Conversion Beam Turret 


SCIENCE FICTION BOOKS . 
FANTASY GAMES & COMICS 
DUNGEONS & DRAGONS 
MINIATURE FIGURES 
POSTERS T-SHIRTS 
OPEN:- TUES ~- SAT 
10 AM—6 PM 


16 AVENUE ROAD 
HERNE BAY 
KENT 
Tel 63941 


—_— 
—_— 


45 BARLOW MOOR ROAD, DIDSBURY 
MANCHESTER M20 OTW 
Tel. 061 - 434 5390 


GAMES SHOP 
We now stock ROLE-PLAYING GAMES AND AIDS, MINIATURES, 
Gata & CHROMITE EILIATOALS BOARD GAMES, FANTASY, SCIENCE FICTION 
PLATOON 20 FIGURES COMICS, MODELS, TOYS, POSTERS, T-SHIRTS, 
GALLIA 25mm BUILDINGS BADGES, POSTCARDS, CARDS 
as well as 
Dungeons & Dragons * Traveller and most 
RPGs and supplements * War Games * Science xa 
at Fiction Games * Citadel Figures * Torchlight 
y te i Fantasy Products * Rule Books * 
ry Ih Davco Microtanks 
818 LONDON ROAD, LEIGH-ON-SEA Buses direct from Manchester (42, 45, 46, 157) 


Tel: SOUTHEND 73308 and Stockport (306, 316, 370) 
Open 9.30-1.30 and 2.30-5.30, Closed Mondays 


at FidenSof twuremske Searef 


HOLOGRAMS 


presents: 


The Character 
Generator 


© ALL RIGHTS RESERVED 


This program for the 48K SPECTRUM will generate 
a FULL D+D character, including all these features: 


. Choice of sex 9, STR, INT, WIS, DEX, CON, 


I 
2. 26 classes CIR, and ALL relevent tables 
3.. 7 races 10. Hit points 
4. 14 levels (only if race and character permits) 11. Armour class 
5. 9 alignments 12. Languages (52 different types) 
6. 8 armour types 13, Spells 
7. Money 14. All thiefs. monk’s abilities, etc. 
8. Weapons (a fighter can choose from 15, All race bonuses 

49 different types) 16. Age, and all age bonuses 


Also option to dump all characteristics to the ZX-PRINTER 


ONLY £ 4-9 § (All inclusive) 
O05 12 Cullwood Lane, (e Mey 
AL a a (4 
a j New Milton, Hampshire. i # tA 


Telephone: (0425) 616605 


45 Please mention White Dwarf when replying to advertisements 


A game assistance program for the basic and expert 
version of the worlds most popular role-playing game. 


= GENERATES CHARACTERS AND MONSTERS. 
m™ HANDLES ENCOUNTERS AND COMBAT. 

™ SAVES TIME ON PAPERWORK. =i 
™ FOR USE WITH THE 48K SINCLAIR ZX SPECTRUM. ~ — 
CONSULTING 
™ A QUALITY PRODUCT, ONLY £6.95 (PLUS 45p. P+P) DETECTIVE 


rr 
TNT SOFTWARE SHERLOCK HOLMES CONSULTING DETECTIVE £19.95 
Pit your wits against the Master in this superb solo or multi-player 
detective game. Each set contains the Rule Book, Case Book, 


Newspaper Archives, Clue Book, London Directory, Quiz Book 
and Map of Victorian London. Ten cases vividly bring to life the 


4 Marchmont St. seedier side of the era. 
THE MANSION MURDERS £8.95 


EDI NB U R G al Another five cases set in a luxurious Belgravia mansion. 


‘An excellent game’ - Charles Vasey, White Dwarf 44 
E fost 9 1 EJ ‘The best detective game ever’ - Games Magazine 
Available from: 
(>) Dowsey Games 
ar 19 Reynolds Close, London NW11 7EA 
Telephone: 01-458 1543 


UNICORN GAM ES ’ \ CHEQUES: PAYABLE TO UNICORN GAMES 


MAIL ORDER ONLY 
6 WOODHAM ROAD,CATFORD, SE6 2SD 


P&P: FREE IN THE U.K. PLEASE ADD 30% OVERSEAS 


BASIC D&D GENERAL ROLE PLAYING AIDS cont. 


DUNGEON MAPPING SHEETS.............. 1. 
° P WILDERNESS HEX SHEETS 
EXPERT SET s F DRAGON DICE percentage 
EXPERT RULES. «oc cciscic ccs cele dee cassie Ke . DRAGON DICE random number 
D&D CHARACTER RECORD SHEETS ° 
DANGER AT DUNWATER........-eee005% 3. BOXED FIGURE SETS 
BASIC D&D MODULES THE CULT OF THE REPTILE GOD 
WHITE PLUM MOUNTAIN > STARTER SET-ADVENTURERS 
IN SEARCH OF THE UNKNOWN . THE LOST CAVERNS OF TSOJCANTH ° STARTER SET-MONSTERS ° 
KEEP OF THE BORDERLANDS ° THE FINAL ENEMY = CITADEL PRESENTS!-CHAOS MARAURDERS.. 3. 
PALACE OF THE SILVER PRINCESS....3. 2 rs CITADEL PRESENTS2-HEROIC ADVENTURERS 3. 
THE LOST CITY * 2 CITADEL PRESENTS 3-TROGLODYTES 
CITADEL PRESENTS4-LIZARD WARRIORS... 
PS CITADEL PRESENTSS-ORC WAR MACHINE... 
WG4 FORGOTTEN TEMPLE OF THARIZDUN....4. SPEC. SETI-WARRIORS OF CHAOS........ . 
SOLO D&D SPEC. SET2-THE DWARF KINGS COURT.... 
RUNEQUEST SPEC. SET3-N.ELF PATROL (OLD SET3).. 
Ml BLIZZARD PASS oy SPEC, SET3-KNIGHTS OF CHAOS (NEW)... 
M2 MAZE OF THE RIDDLING MINOTAUR....4. BOXED SET Py SPEC. SET4-GOBLIN RAIDING PARTY 
RUNEQUEST RULEBOOK . SPEC. SET5-WARRIOR KNIGHTS OF LAW... 
ADVANCED D&D CULTS OF PRAX ‘ RUNEQUEST BOXI-HUMANOID ADVENTURERS. 
RUNEQUEST COMPANION ° RUNEQUEST BOX2-ADVENTURERS 
RUNEQUEST CHARACTER SHEETS Py RUNEQUEST BOX3-ATTACK OF THE BROO... 
QUES TWORLD . RUNEQUEST BOX4A-BROO II 
RUNEQUEST BOX5-DRAGONEWTS 
RUNEQUEST BOX6-HUMANOIDS & ALDRYAMI. 
SOLOQUEST . RUNEQUEST BOX7-DEMONS 
SOLOQUEST II:SCORPION HALL Fs 
SOLOQUEST III:SNOW KINGS BRIDE ‘ WARHAMMER 


OTHER GAMES GENERAL ROLE PLAYING AIDS WARHAMMER: MASS COMBAT ROLE PLAYING... 
WARHAMMER DICE SET 


TALISMAN: THE MAGICAL QUEST GAME ‘ DUNGEON FLOOR PLANS I,II,III....each.2. 


Please mention White Dwarf when replying to advertisements 46 


Wk age 


; ' 8 Pong Oh ae 
The Campaign Continues 
= Sona ¢ Has your imagination and role-playing skill outgrown your 
RUNEQ | current adventure game? Are you looking for the system on 
11 | which to base your own adventure world? Then consider 


Chie banta . 3 RUNEQUEST - role-playing adventure without frontiers: 


2 RUNEQUEST combat is realistic, but the system used is 
playable and won’t slow down adventures. 


> RUNEQUEST magic demands player-character skill. 
Battle Magic, which is available to all adventurers, enchances 
personal abilities. The more powerful Rune Magics require 
cult training and experience for full effect. 


2 RUNEQUEST gives you an adventure world. This world 
is Glorantha, a mythical continent, which is fully mapped and 
described in the RuneQuest rules and supplements. 


> RUNEQUEST adventures are now available in solo 

format. See SoloQuest - three introductory scenarios; 

| Scorpion Hall - a tough citadel adventure; and The Snow 
King’s Bride - a complete solo campaign. 


2 RUNEQUEST evolves and develops with players’ needs 
providing scenarios, figures and facts. 


TROLLPAK GRIFFIN MOUNTAIN BIG RUBBLE PAVIS 
Troll secrets, cults and Campaigns in Balazar Realms of robbers, A complete RuneQuest 
adventures and The Elder Winds outcasts & chaos creatures City Campaign 


RuneQuest - For People Who Prefer Role-Play To Hack-And-Slay 


tune Quest is Chaosium Inc.’s trademark for its fantasy role-playing game, 
*roduced under licence in the I Sby G AMES WORKSHOP Ltd. The Official UK RuneQuest figures are manufactured by CITADEL MINIATURES 


f 
i 
| 


Space is big, cold and hostile. There is nobody 
to run to for help. You are on your own. Only 
the very best can survive in TSR’s Knight 
Hawks science fiction game. Are you up to the 
challenge? The pilot of the sleek fighter, the 
gunner in a space dreadnought, the navigator 
on the jump to Prenglar. All these challenges 
and more are available with this expansion kit 
for the STAR FRONTIERS” game. 

(And Knight Hawks is also a great game in its 
own right}. 


The game features: 

* New space skills. 

* Detailed aspects of interstellar travel, 
financing and constructing a star ship, ete. 

* Plenty of new rules material including 
traditional science fiction elements. 

Ask your games retailer for details or contact 


TSR UK Limited, 

The Mill, Rathmore Road, 
Cambridge CB] 4AD 
Telephone 0223 212517 


STAR FRONTIERS is a thaide mark owned by TSR Hobbies the. 


